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Itis the rarest of tales that can be told with the ease 
of a child. The tale that is suspended in midair by a 
state of grace and the wonderful flow of the mantra 
"And then .. . and then . . " 

And it is the rarest of voices that can achieve that 
sense of uncomplicated flow. Adventure Time is such a 
miracle. It inherits both the great mantle of fantasy lit- 
erature and world mythology and spins them around. 
It's easy to tell that its creators are attuned to a range 
of works, from Michael Moorcock to Matt Groening 
to Joann Sfar or Hayao Miyazaki, and yet this is belied 
by the utter originality of their storytelling. 

In the weeks previous to the release of Adventure 
Time, there was great commotion at Casa del 
Toro. My two daughters were fidgety and excited 
about the show’s debut. My wife and I remained 
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oblivious, having partaken with them a few Marvelous 
Misadventures of Flapjack episodes, but entirely un- 
prepared for the narrative wonders to come. 

Iam now addicted to Adventure Time; actually, I 
am in awe of it. The show is cohesive and fluid—as 
if it all sprang from a single voice and a single hand. 
This is testament not only to Pendleton Ward's strong 
personality (and the great care the team around him 
has taken to decipher and absorb it) but to the purity 
of his initial vision. 

The ease with which Dungeons & Dragons users 
speak of characters and myth has been combined with 
the idiosyncratic, free-flow sense of narrative that 
first permeated the underground comix of the sixties, 
and then the animated output of MTV, Mike Judge or 
John Kricfalusi, and, lest we forget, The Simpsons. But 


Opposite: Lead designer 
and storyboard artist Andy 
Ristaino’s cover artwork for 
the Adventure Time: Explore 
the Dungeon Because | 
DON'T KNOW! video game. 
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above and beyond all these influences, Adventure 
Time is animated by incredible humanism. One that 
has its basis in the effortless bromance of Jake and 
Finn, yes, but one that also understands pathos, fragil- 
ity, and loss. This poetic breadth combines perfectly 
with a childish fascination with bodily functions or 
the remarkable complexity of its female characters. 
Marceline, Bubblegum, Flame Princess, and others 
show a sophisticated, multidimensional understand- 
ing of what it is to bea girl in a boy's world. They are 
strong, independent, and loyal, but they can also be 
volatile, emotional, and cruel when necessary, 
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The tales connect because at the core of every 
character story in Adventure Time exists a kernel 
of pure, nonjudgmental truth. Loneliness, loss, the 
impossibility of love, or the purity of a good bowel 
Movement are equally important. Adventure Time 
effortlessly manages to tackle subjects big and small 
but always essential, The grand adventures narrated 
in each episode, the enormity of the stakes (the end of 
mid ud end to the planet), contrast with the 
PA 3 Scussions of clean underwear, or bacon as 
es Broup in itself. Contrary to Hollywood dictum, 

aracters are the Story and its structure is not 
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dictated by a creaky three-act structure—it stays infu- 


riatingly real by simply being in awe of the world and 
its characters, by being profoundly in love with it all. 

Adventure Time speaks and belongs to the “now;’ 
but does it not by looking around for what's “hot.” 
It embodies the angst and circumstance of the 
day-to-day and the aesthetic malleability of our 
culture while leaving us with the sense that we are 
watching a true classic in the making: a work that will 
endure. Adventure Time has a depth of myth and uses 
it nimbly but to its full power. The throwaway nature 
of the series’ cosmology, or genesis or backstory (my 
man the Lich comes to mind—go, Rom), is built upon 
a lore that is as solid as it gets and as perfect as any 
worthy creation in the fantasy genre—I can enjoy it 
side by side with Fritz Leiber, R. E. Howard, or Clark 
Ashton Smith. 

I have wept softly several times while watching 
an Adventure Time episode and, being that the Ice 
King is my favorite character, I did so more than once 
during the tragic Simon Petrikoy and Marceline arc. 
At home, we shudder with joy every time Lemongrab 
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Opposite: Personal artwork 
of Turtle Princess (above) 
and Finn and Jake (below) 
reading, created for the 
Burbank Public Library by 
Andy Ristaino. 


Left: Personal artwork 
of Finn and Jake by lead 
designer Matt Forsythe. 


Right: Background art from 
a dream sequence in the 
episode "Lemonhope Story Il: 
This episode's backgrounds 
were designed by Santino 
Lascano and Derek Hunter, 
painted by Sandra Calleros, 
Ron Russell, and Teri 
Shikasho, and color styled by 
Catherine E. Simmonds. 


screeches, and marvel at the emotional purity of 

such a compulsive creature. Marceline incarnates the 
dreams of cool of both girls and boys, and through her 
and the varied musical universe of the show, we are 
introduced to a sonic landscape of minimalistic score 
and amazing songs. 

Ooo is a world to get lost in, one that is, like ours, 
both simple and deep—tragic and full of wonder. It 
stands tall and alone in our audio-visual landscape. 

It is a landmark, a watershed, and, above all, it is my 
favorite flavor in the ice cream bin of our world. And 
like any good pint of ice cream, you cry puzzling tears 
of joy while you eat it—because it nourishes you and 
embraces you and drives you to hope, and because 
nothing—nothing—can be this good. 

But it is. 


Guillermo del Toro 
Toronto, Canada, spring 2014 
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( 10. Jake takes Finn and the Ice King to a school. He points out all the students 

sudying inside. If the Ice King gets mume and has a family... he can go back to 
school, The Ice King is confused. Why can’t he just go back to school now while 
he's single? Jake struggles to answer. JAKE: “Because. uh. when you have a 
family you want to be a better man. So you'll wam to go to school.” The Ice 
King doesn't buy iL And he hates school! Now he's definitely calling off the 
wedding. Fino pleads with him to wait, He has one last idea. 


she felt. On Doug, I empathized with Doug Funnie 
whenever he got nervous around Patti Mayonnaise. 
Even Beavis and Butt-Head and Ren & Stimpy had 
real moments that affected me. When Butt-Head was 
choking on that chicken, it felt real, not cartoony... 
it was intense, but still funny. I'm into these kinds of 
feelings and ideas” 

Pen would spend hours looking at pages of comic- 
book heroes while imagining what it'd be like to have 
their powers and how he'd use them. “Wolverine and 
all of those superhero characters appealed to me be- 
cause they were full of angst” 

An obscure cartoon image that stuck in Pen's 
memory was an anthropomorphic inkblot in Ralph 
Bakshi's 1992 film Cool World. Starring Kim ae 
as a cartoon femme fatale desperate to become real 
and interact with humans, this film had the PG-13 
sensibilities that roused young imaginations. During 
the dimactic scene, Basinger opens a portal to the 
cartoon world with the “spike of Power,’ releasing 


undulating ribbons and blobs of inky energy with 
screaming faces. “This one blot, it had a face that 
opened its mouth and kept opening its mouth until 
the lips wrapped around its entire face . . . inyerting 
the face and revealing a new face. . . it blew my brains 
out. It left me wondering how that creature worked” 
Though on-screen only for a few seconds, this imag- 
ery fascinated Pen. The surreal Possibilities of expres- 
Sive cartoon animation were not lost on him, and—in 
this film’s context—he saw that they could even be “a 
Serious thing, and part of a serious world” 

In junior high school, the role-playing game 
Dungeons & Dragons was a sandbox in which Pen and 
friends could create imaginative stories. Illustrated 
dungeon guides provided information about scads of 
wild fantasy Creatures—orcs, chimeras, carrion crawl- 
ers, dryads, dragons, cloud giants, flesh golems, were 
bears, ochre jellies, shriekers, and shambling mounds 
among others. Improvised adventure stories were est 
laboratively written as they were played. 
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During his high school years, Pen attended an 
animation summer camp on the CalArts campus: the 
California State Summer School for the Arts. In this 
competitive program for highly motivated students, 
Pen found a mentor in instructor and animator 
Cornelius “Corny” Cole. Corny screened his film 
Heaven and Hell, a tour de force of intricate drawings 
in constant movement depicting dark, violent acts 
from prehistory through atomic carnage. For Pen, 
the film became a pillar of animated achievement 
that he would rewatch year after year. “It’s an awe- 
some and overwhelming film. It pushed me forward 
and inspired me. It was the first film that really blew 
my mind open, When I saw it in high school I cried 
because his drawings are so beautiful and they're 
flashing by you at something like eight frames per 
second, I love Corny; he’s still a role model and men- 
tor for me. I tried making artful life-drawing films in 
college, but I couldn't pull it off. I was better at making 
funny nonsense. I remember Corny laughing at my 

(Continued on page 23) 
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Left: Six drawings by Pen titled “Story 
Notes: Ice King Gets Married" from an 
early story meeting during the series's 
production. These drawings in particular 
show off the unique combination of 
grotesque and inventive creature 
designs, humor, and inherent cuteness 
that comes naturally to Pen's cartooning. 


Opposite bottom: The cover of a 
Dungeons & Dragons Monster Manual, 
complete with wild, lurid black-and-white 
illustrations and descriptions of hundreds 
of fantasy creatures-an influential part of 
Pen's adolescence. 


Right: Pen's mom, Bettie, perhaps Pen's 
greatest influence, on a pedestal, drawn 
by Pen. 


Below top: Frames from the specific 
scene in Ralph Bakshi's 1992 film, 
Cool World, that etched itself into Pen's 


memory, with animation by Evan Gwynne. 


Left: Frames from 
Pen's mentor Comelius 


“Corny” Cole's powerful | 
and masterfully drawn 
film Heaven and Hell. 
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This spread: Dawn rises on the iconic 
Ooo tree house, the home of Finn 

and Jake. Backgrounds designed by 
Ghostshrimp (Dan James), painted by 
Martin Ansolabehere and Sue Mondt, 
color styled by Sandra Calleros and 


Simon Simmonds, and art directed by 
Nick Jennings. 


(Continued from page 17) iia 3 
midresidence review when I screened my first-year 
film about a bear shaking its butt all over the place” 

As they became increasingly available in the 
United States on home-video formats and occasion- 
ally in theaters through the late 1990s, Pen found 
the films of Japanese director Hayao Miyazaki and 
his Studio Ghibli to be a storytelling revelation. The 
pacing in films like My Neighbor Totoro had a quiet, 
relaxed feeling that occasionally allowed for the 
animated characters to just exist, spend time in the 
fantasy world on-screen, or laugh, run around, and 
explore without constant singing, screaming, or plot- 
advancing dialogue. “I was a freshman in college when 
I saw My Neighbor Totoro for the first time. I watched 
it dubbed in Korean without English subtitles... ona 
little pencil-test station monitor. Man, you can't crush 
Totoro, man. I mean, it’s the best. No one can make 
anything better than Totoro” 

The foundation for the cartoon universe of Ooo 
was already being laid inside Pen's mind, including its 
physicality, personalities, and magic. 
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After high school, Pen studied at the CalArts 
Character Animation program in Valencia, California, 
and graduated in 2005 along with future Regular 
Show creator J. G. Quintel and future Adventure Time 
artists Pat McHale and Somvilay Xayaphone. At the 
screening of Pen's final film at the CalArts Producers’ 
Show, Eric Homan, a producer from Frederator 
Studios, was in the audience. He invited Pen to pitch a 
cartoon idea to Frederator. 


Eric Homan: I approached Pen for three reasons. 
First, his work was clearly a favorite among his class- 
mates. When your peers are cheering you and your 
work, that's pretty indicative of something special. 
Second, Pen had come highly recommended to me by 
Alex Kirwan. Alex was, at that time, art director on 
our production of My Life as a Teenage Robot, as well 
as a CalArts instructor. I valued Alex’s insight—and still 
do. Finally, I really enjoyed the three films I had seen of 
Pen's, Every time I saw one, I didn't want it to end. 
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Pen took the opportunity, Fred Seibert's produc- 
tion company, Frederator, was searching for new 
shorts to produce to be part of an anthology series, 
Random! Cartoons, which would air on Nickelodeon, 
and possibly serve to launch new shows. Pen showed 
up to the pitch carrying his guitar. 


Pen Ward: I came in with this goofy little idea that I 
had drawn up in my sketchbook. I didn’t know what a 
professional storyboard was supposed to look like, or 
how to draw one. I did the best that I could. I wrote a 
song about it that I sang at the meeting, and that song 
is the opening credit song that ended up on the begin- 
ning of the pilot and series, 


Eric Homan: Generally, you roll your eyes when 
someone brings any sort of prop, including musical 
instruments, as they tend to hurt a pitch. However, 
the pitch went great, of course. It was clear Pen had an 
original vision. 


The Frederator development team at Nickelodeon's 
Burbank studios invited Pen to return and pitch again 
the following week when NYC-based Fred Seibert was 
in town. After the second pitch, however, Frederator's 
response was not unanimous. In a post-pitch pow- 
wow, Eric Homan and Random! Cartoons producer 
Kevin Kolde needed to convince a skeptical Fred 
Seibert that Pen's idea could work. Fred was con- 
cerned that Pen wasn't interested in making commer- 
cially viable cartoon entertainment and that he had 
just pitched an “art film” Eric reminded Fred that he 
had laughed during the meeting at Pen's pitch—and 
that he had used his real laugh, not the fake one. Fred 
was finally convinced, and Pen had a short to make. 

Adventure Time the short was produced with Pen 
filling as many roles as possible, trying to manage the 
whirlwind experience of working with a team while 
keeping the short true to his original vision. With 
old college friends as roommates and collaborators, 
Pen had help and advice on hand at all times. Future 
Adventure Time storyboard artist and co-executive 
producer Adam Muto designed the Abraham Lincoln 
on Mars sequence and animated various cycles and 


Above: A still from the original Adventure 
Time short featuring proto-Finn and Jake. In 
the short, Finn was named "Pen; and Jake 
could levitate and connect to the Internet 
with his mind. The cartoon was produced 
by Frederator for the Random! Cartoons 
anthology show on Nickelodeon. 


Below: The Adventure Time opening 


credits—song lyrics that Pen had also 
performed in the original pitch meeting. 
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This page: Adventure Time Pilot-era 
comics and drawings by Pen. 


Opposite left: Pen at the first 
‚Adventure Time voice-recording 
Session, November 4, 2005. 


pose tests. Future Adventure Time storyboard artist 
and creative director Pat McHale consulted along 
the way. His contributions included the catchphrase 
exclamations “Rhombus!” and “Oxymoron.” The look 
of this prototype short was bright colors and simple 
backgrounds, with a “preschool vibe,’ as Pen has de- 
scribed it, but the backbone of the series was already 
there: the friendship between a boy and a dog. 

The short's completion on April 24, 2006, started 
Nickelodeon's eighteen-month option window to 
choose whether to put the show into series develop- 
ment. But the finished short wasn't headed for repeated 
play on television screens just yet. The Adventure 
Time episode of Random! Cartoons would not air 
until late 2008, in fact. 


Eric Homan: In late 2006, Adventure Time was nomi- 
nated for an Annie Award for Best Animated Short 
Subject. The problem was that Annie-voting members 
of the International Animated Film Society hadn't 
seen the unaired cartoon. The idea of uploading the 
short to the Internet wouldn't work, however, since 
Screen Actors Guild union rules disallowed any digital 
distribution of the short without its airing on televi- 
sion first. The solution was to air Adventure Time 
quietly overnight on Nick’s sister outlet, the Nicktoons f 
network, allowing us to put the short online. 

In the early morning hours of Wednesday, January 
11, 2007, Nicktoons network slipped Adventure 


Time on air in accordance with SAG's requirements. | 
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Frederator then posted the cartoon on Google 
Video in short order. Later that night, there was an 
audience-packed Random! Cartoons screening at 
Nick's Burbank studio featuring ten cartoons, includ- 
ing Adventure Time. 

The following morning, Jerry Beck wrote a brief 
post on the short and embedded the film on the 
industry news and commentary website Cartoon 
Brew. Frederator also posted the Google Video on its 
own blog. By the next day the video had more than 
10,000 views. In quick succession, new fans placed 
several versions of the film on YouTube. By Sunday, 
the Google Video upload had more than 123,000. 
views, while the most dominant upload of the short 
on YouTube was ranked the Top Favorite in Arts & 
Animation, and number six in Top Favorites (All). By 
that Monday—within five days of the short hitting the 
Internet—a designer/illustrator in Massachusetts had 
created the first known Adventure Time fan website. 
The following Sunday, the short had another 75,000 
views on YouTube in addition to 225,000 views on 
Google Video. By then, the web was littered with fan. 
art, most notably on DeviantArt. 


The shareable, on-demand nature of copies of the 
short online provided an important conduit to reach 
new fans. The short's professional production stood 
out among the largely amateur pool of cartoons freely 
available online. But it was the fresh direction and 
characters that appealed to people. 

(Continued on page 32) 
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Right: The first two pages 
of the Adventure Time series 
pitch bible as presented to 
Cartoon Network. 
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Adventure Time is about two close friends: Jake, a wise old dog with a 
big kind heart, and Finn, a silly kid who wants more than anything else 
to become a great hero. 


These two dudes are all they have in the ways of family. They depend 
and lean on each other through thick and thin, they trust one another 
with secrets and look to each other for advice when problems get out of 
hand. More important than any of that, Finn and Jake crack each other 
up by acting like idiots and telling ridiculous jokes as they traverse 
their way across a massive and treacherous island seeking heart- 
pounding adventure to pass the time. 


What time is it, buddy? 


SERIES PITCH BIBLE 


Yeah dude! Go for it! Teach that blue 
patoot a lesson!! AWwww.. awesome. 


Even though he doesn't have the skills to 
win the battle, Finn is a furious little 
booger when it comes to opposing evil 


Finn isn't very muscley, he’s kinda small 
and noodley with a big fat head and little 
feet. 


What Finn does have is a strong maral 
backbone, a clear set of values and a lot of 
nerve! 


That's what makes him a hero. 
Standing strong in the face of adversity, 
Throwing caution to the wind in order to 
protect the ones he loves. 


FiNN™ HUMAN Boy 


à vil Finn is a 
robably wouldn't know it, but] 
aire es he's passionate about heroism. Fora 
twelve-year-old kid, saving princesses and Datis red " 
wizards, it's quite an admirable hobby. Finn doesn A 
he's compelled to protect good from evil; it’s just something 
understands is necessary. 


in hi: his parents were noble do- 
uld be in his blood, maybe v 
een like him. Maybe they're royal cosmic cowboys 
fighting intergalactic outlaws in space, maybe they’re the 
Saa of righteous Dinosaur Knights. Finn doesn't 
know his own mysterious origin. 


moments jumping on rocks, rolling 
£ his favorite adventure Spots. 


And when Finn isn't being a NUT or performing acts of HE 
takes the time to sit on his rump and appreciate the sublir 
imple things like a starry sky. Jake Points out th 
tellatio; Finn 


THE 


LADIES 
AND 
GENTLEMEN 


Jake is the confidante, the dependable buddy, the designated driver foc 
when Finn gets all tuckered out. He's the crutch when he falls, the guiding 
hand to lift him back up, Jake is Finn's best friend. 


Jake is like an older brother or cool uncle to Finn. Sure, they're both 
pretty young but, in dog years, Jake's 28-years-old. Finn can always turn 
to Jake for advice about things that confused him, mostly girls. His 
reassuring presence lets Finn fecl free to act like a goofball 


And Finn's goofball presence inspires Jake to act like a silly nut too. 
Sillyness is infectious between these two. Once Finn draws a mustache on 
his back and starts walking around on his hands, Jake can't help but join in. 
I mean... how could you not? 


— 


" A 
Jakos great passion is music. He's in a viola band with his girlfriend Lady the it's 


manner about relstionshij in Pri Bubblegum's garage 
ti very Sunday afternoon in Princess 
Mi character relating (ERA asd Y Sometimes he'll improvise songs on the spot, 
= mame Te co m A [53 intense escapades. At times he can be so taken by his own 
See Ma = de = : eem that his mind will wander and won't be able to hear CM ir sn 
z = peman s z Pe sweet music in his head. Finn just has to say the word, though, an gi B B BLEC 

fun at until it et 
eg: = to action. That word is "ADVE! Y UM 


knowing the most thoughtful thing to say. Finn locks up to Jake 
in this way. In tum, Jake looks up to Finn for hıs passionate 
do-gooding. 


As a millionaire nerd enthusiast, Princess Bubblegum immerses herself in 
every branch of geekdom from rocket science to turtle farming. Her immense 
knowledge on all things and vigilant dedication to the many fields of science 
and mathematics, provide an endless supply of interesting projects for Finn 
and Jake to get oxcited about. 


Here she is collecting rare soil samples of crying baby dirt for her 
experiments on the sociology of sentient carth. (she just sticks a 
bunch of wuss dirt in a jar with bully dirt and shakes them together. 
cats a sandwich and watches them fight.) 


A 


Lady the Rainicom is as loyal as she is majesuc Mexzally 
more of a puppy-dog than Jake ever was. When she wakes sp and 
can’t see Princess Bubblegum, she'll dash around the casde Sms 
gaily searching for her mistress. And when Princess Bubble tas 
to Jeave Lady at home, so she can go run errands, Lady searches = 
the door and screams her magical cooing language umil Process 
Bubblegum returns. 


As simple minded as Lady is, she's still capable of prime => 
the viola and throwing down a classical sonara. Her low 
music makes her and Jake a perfect match On Sunday 
afternoons Jake and Lady have band practice m Princess 
Bubblegum’s garage. The play a fusion of classical and 
bluegrass. Their band is called 


Lady the 
Rainicorn 


The Angelcakes 


| 
| 
| 
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Finn and Jake moments 


Marcell the Vampjre Queen aie 


Jake uses bis powers to create a blenket with his ear 


devel a total disregard for social conventions. For Fisa, 
A icr lun afr eder She's feacless m ber 
actions and words, and generally throws life to the wind... Or rati. 
she throws un-life to the wind, Marceline is a Vampires. 


MDL? RIVALS AT 
wa AND BETTI ARE FRIG 
RAR AMAOIT EVERY THI. 


Marceline is a wild rocker girl. She's lived for centunes amd has j 
i 

Sometimes Finn gets trapped in these contests 
and has to deal with calming down his friends 
while trying to understand what their deal is, 
Occasionally Finn becomes the target in these 
rivalries; for instance: who can kiss Finn on the 
cheek the most sort of thing... it S terribly 
embarrassing for everyone. 


Princess Bubblegum shows off her immense 
wealth and responsibility and Marceline flaunts 
her freedom and recklessness. They usually 
blow off this sibling style steam with ndiculous 
sports and games like Frisbee golf or who can 
poke a grant six-toed bee's bouom without 
being caten. 


Finn does NOT approve of Marceline's mischievous pranksier ways. 
but he's totally captivated by ber bur-lacking appeal Her cool serve 
and aloof jokes about how tubby the Ice King is proa, really se 
n chord with Finn's childishness. Finn's heart slrmiks a baie 
whenever Marceline talks smack, but he still gets prády ami let's 
loose a premature teenage bellowing chuckle:scoff. 


You better bring a diaper 
for your head, as you will be 
crying tears of defeat, 
my dear. 


Are we still on for me 
destroying you at frisbee 
this Sunday? 


A masert cad of empliñsod msmements, Marceime n 
era super sardom. Marocline spent a few hundred years 
practiong hora and angol eres. What she loves most ts 
seng up ho cops amd putas at the age of the great canyons in 
the motas, damping her fort off the edge and listening to ber 
ballade echo far omies around ber 


Whee Marcelle has amplifiers scrapped to her boots and bell, 
sad buck cause she willl acumally Mow your car drums out (she 15 
ve) exxmmderzer am cool like das) 


"The finer things in life ike love and friendship are denied the 


THE Ice King due to his horrific personality. He has to settle for more 
tangible measures of wealth. Gold and land are what he craves. 
Deep in the heart of the Ice King's fortress lies a cavern filled with 
gold coins, various gems and silver bathtubs. More than a few 
hardy fortune hunters have entered his domain, never to leave. 
He's n bad egg, this guy. Armed with a 
magical crown and a frozen heart, The 
Ice King is a threat to everyone who 
crosses him and even himself. 
Ambitious. Ruthless An incredible 
dork. The Ice King is a 1000-year-ald 
socially inept patoot who will stop at 
nothing to be accepted as the cool 
potential boyfriend to an unlucky 
Princess or Ice Lady. 


The Ice King has power over all things 
chilly. With his ice magic he can turn 
‚snow balls into icy spikes, mold 
monsters out of refrigerator [rost and 
even turn your dog's nose against you. 
But his magic is always used for bis 
‘own selfish aims. He likes to build 
gant ice monuments of himself in 
herole (or sometimes sexy) poses and 
then cry as they melt. The Ice King has 
MAJOR ISSUES, 


Thetce King hates Finn and Jake. He hates their care-free rocken-out attitudes so much that he'll spend entire afternoons just 
cursing them and conjuring monsters to destroy them! But secretly... The Ice King is jealous of how suave and confident Finn and 
Jake are. And it's quite apparent that (beneath all of his cold disdain) be is trying to be cool like Finn and Jake, When he is 
spying on the dudes from behind bushes he'll try to emulate how they walk and say phrases like “totally mathematical" and 
“fantastic rhombus ride,” But when ho inevitably fails at being cool, the Ice King files off the haodlo and attacks Finn and Jake 
with frozen lightning bolts! Sheesh! Finn and Jake need to kick that guy's butt or have a sit down heart-to-heart with him or 
something. 
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THE LICH KING Is NOT FUNNY 


The Lich King embodies absolute evil. He doesn't give long monologues about how he's 
going to rule the world, or waste time by sending out evil benchmen. When he wants 
something destroyed he just raises a leglon of undead knights, marches in and obliterates 
everything in his path. Dealing with the Lich King is serious and dangerous business. It 
requires exceptional stealth and strategy, and knowing Finn and Jake, they'll probably just 
run up to him screaming battle cries. 


Luckily the Lich King was magically sealed away in his castle long ago. Still though, 
he’s a powerful and evil force that’s waiting patiently for someone curious enough to enter 
his domain and accidentally unlock his magical chains. 


The Ice Mountains are the Ice King's own vast deathtrap. He's sculpted the 
mountains into a jagged labyrinth of crevasses and pitfalls The country is 3 
populated with terrible monsters that are kept fed with reckless intruders and 
tap dancing penguins. Surrounded by blasted wasteland, The Ice King rales on 
high from his wint'ry fortress. His personal life might be a mess but bis goals = 
practical. Conquer neighboring kingdoms, expand his ice fields and secure a w= 
by any means necessary. He's an icy thorn in the side of the citizens of Ooo 


Sinn (s Jake live 


Princess 
Bubblegums 


CASTLE 


B The Land of Ove 


Like some cosmic grandmamma wove a patchwo; 
the land of Ooo is made of seven wildly different t. 
to miles of tranquil verdant field, the swamps to 
peninsula on this primitive melting-pot of 


rk continent together from the most untamed Scraps of the world, 
errains placed side by side. The fiery wastelands Tage violently next 
uch mountains touch forests touch ice caps touch a cute little candy 
earth. All of these environments make this world RIPE for adventure! 


Below: Page from creative and 
supervising director and storyboard 
artist Adam Muto's sketchbook from 
early in the series's production al 
Cartoon Network. The comic featuring 
Finn and Jake is by Nicole Mitchell. 


Right: Drawing from supervising 
director and storyboard artist Elizabeth 
Ito's sketchbook, depicting Pen's answer 
to an audience member's question at a 
convention panel discussion. 


NICOLE MITEHELL 
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(Continued from page 25) ; 

Despite the unusual, burgeoning fan-base for this 
single cartoon short, Nickelodeon executives were 
ultimately not convinced that Adventure Time was a 
bet they were willing to make. 

By the end of October 2007, it was apparent that 
the network was passing on an Adventure Time series. 
When Nickelodeon's rights to option the show ex- 
pired at the end of that month, Frederator picked up 
the option to shop it elsewhere. 


pis 


In the meantime, Thurop Van Orman's Cartoon 
Network series The Marvelous Misadventures of 
Flapjack had become Pen's new cartoon home. Pen 
refined his storytelling chops as part of the crew that 
wrote and illustrated the storyboards. The experi- 
ence primed Pen on many of the production specifics 
that he had lacked before, including absorbing every 
detail that he could about Thurop's storytelling and 
showrunning techniques. Also gaining experience on 
Flapjacks crew were Pat McHale, Cole Sanchez, Kent 
Osborne, Somvilay Xayaphone, and other artists and 
writers who would later join the Adventure Time crew. 
With the rights back in Frederator's pocket, it was 


time to pitch Adventure Time again. Cartoon Network 
was next. 


Pat McHale: We revised the show bible [the docu- 
ment used during a pitch that describes the series’s 


characters and world with sample designs and stories] 
slightly to make it a little clearer and better, and 
showed that to Cartoon Network, along with the 
original short. Fred also had a slideshow full of fan art 
and stuff, to show that there was already a cult follow- 
ing for the short. 


Rob Sorcher was part ofthe recent wave of man- 
agement changes at Cartoon Network at the time. 
Newly installed as executive vice president and chief 
content oflicer, he looked to his previous experi- 
ence as Cartoon Networks first general manager in 
the 1990s, during which the network found success 
developing ideas from independent-minded creators 
into offbeat shows like Powerpuff Girls, Courage the 
Cowardly Dog, and Ed, Edd n Eddy. 


[EVP/Chief Content Officer, Cartoon Network] 
Rob Sorcher: One of the first meetings that I took 
was Fred Seibert. Fred came in and he said, “I want 
you to look at this cartoon” He had done his own 
shorts program with Nickelodeon, and he showed me 
Adventure Time. And I saw something there. I saw 
something that felt really indie, felt comic book-y, 
felt really new. I hadn't really seen that tone before. 
There's that moment in the short where Abraham 
Lincoln is on Mars. . . . I sensed the kind of dual- 
audience appeal that this thing had. It didn't look 


completely polished. I also thought that was a good 
quality about it. 
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This page: Framegrabs from four of Pen's co- 
storyboarded episodes of Thurop Van Orman's Cartoon 
Network series The Marvelous Misadventures of Flapjack. 
Many future Adventure Time crew members worked on 
this series. 
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This spread: 
Scene to scene, “The 
Enchiridion!" is packed 
with offbeat silliness and 
adventure-the prototype 
episode of the series. 
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This spread: Pages from 


October 2008 
nture Time” guide by Pen, Octol 


we Call 


PHILS HO W- u. u WD = U | = ADVENTURE TIME CHARACTER STYLE NOTES 


ON THE FOLLOWING PAGES YOU WILL SEE 

SOME GENERAL RULES AND GUIDES THAT WILL 

HOPEFULLY HELP YOU DRAW THE CHARACTERS 

IN ADVENTURE TIME. ai — 
REMEMBER! FINN HAS BAO/MISSING TEETH. 

BUTA. SO KNOWN A CAE Eo TA HES NEVER BEEN TO THE DENTIST- 

ARE INTENDED AS A PLACE TO START, NOT AS 


THE ONE AND ONLY WAY TO DRAW FOR THIS 
UN. 
SHOW. WE WANT YOU TO HAVE FUN. E waren oor o t m 
WE'RE NOT LOOKING FOR “ON MODEL” DRAWINGS. wt ; OTAS. 
WE'RE LOOKING FOR “IN CHARACTER” DRAWINGS. -| Dow'T LET MoutHs H CEA 
yes! No ! 


T 
THEY SHovu) HAVE SOFT CURVES. 


WE ARE Looking For 
SouD, WEU CONSTRUCTED 
DRAWINGS THAT RETAIN 
ASEWSE OF ENERGY + 


FEEL FREE To PUSH FINNS EXPRESSIOWS. 
ESPECIALLY IN CLOSE UP, 
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ves: MERE? M Coreas Teo BE ADUENTUROUS ! 
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This spread: Pages from "How to Draw Adventure Time!” by Phil Rynda, April 2009. 
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Above, left to right: Pen, Keith Mack, 
Nick Jennings, Thomas Herpich, Dick 
Grunert, Natasha Allegn, and Pen again 
in the conference roam transformed 

for an internal Adventure Time 
presentation at Cartoon Network. 


Below: A lemporary-tattoo design by 
Andy Ristaino. 


Opposite: Twenty-five Finn heads 
designed by the crew as part of the 
Cartoon Network presentation. 


assignment. He had to do a turn-around for a super- 
lumpy-looking drawing of Finn inside of a muscley 
Jake (Jakesuit). He did it perfectly! He kept track of all 
the muscle lumps as if Pen's drawing was a sculpture, 
and the drawing suddenly became a three-dimensional 
thing. So Phil was hired! 


As the lead character designer, Phil Rynda immedi- 
ately began to work with the existing team to further 
develop a framework of visual style and designs for 
the show's characters. 


Pat McHale: Phil and | sat around for many hours 
dissecting Pens style and trying to understand what 
worked and what didn't work. I don't think Pen liked 
seeing rules being put into place at that point . . . so 
I think that's why we usually did it without him. But 
we would grab scraps of drawings from his desk, or 
the garbage or whatever, and try to understand why 
they were so appealing. Phil got really into it and 
developed lots of theories that would later become 
the rules. Though, as Pen has said, one of the rules is 
that we can change the rules when something better 
comes along. The show looks a lot better now than it 
did in the first season. 


Pen's previous personal animation and cartooning 
Work was a source of visual information for dissection 
and study by the new crew, Bueno the Bear was the star 
of comic strips and short animated films that Pen had 
crezted during his years at CalArts and beyond, such 
as the short Barrista, which had gained wide exposure 
2s part of the Channel Frederator cartoon podcast. 
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Phil Rynda: Pen just taps into an intuitive simplicity. 
His cartooning is pure. When I first saw Pen’s Bueno 
the Bear cartoons, they hit me on a gut level. They 
weren't classically beautiful or perfectly animated. But 
they were honest and funny. Same goes for how I felt 
watching the first Adventure Time short. It made me 
want to work with Pen on Adventure Time. 


As the production began to finally coalesce, an 
art show and presentation was scheduled for the 
Adventure Time crew to reintroduce themselves 
and the show that they had been working on to 
the Cartoon Network management team and staff. 
Among the crew, it was understood that the show’s 
fate was still uncertain, even at this stage. 


Phil Rynda: This presentation and show was a way 
for everyone from different parts of the company to be- 
come familiar with Adventure Time, as well as the other 
new shows, and to talk to some of us working on it. 

Iremember Pat made a mock-up of what an 
Adventure Time card game could be. We made a really 
funny screen saver with floating clouds that would 
cycle for four minutes or so, and then for exactly one 
frame, a crazy full-screen image of [the creepy living- 
heart character] Ricardio's face would flash. 

We put up a ton of images of “Finn faces” show- 
ing the idea of the range of styles and emotions we 
wanted Finn to be able to achieve. [Designer and 
storyboard artist and revisionist] Natasha Allegri 
did a particularly gross one where Finn had bleeding 
mouths for his eyes and mouth.... We hid that one 
behind the conference room door. 


(Continued on page 56) 
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Bottom row: Armen Mirzaian, Somvilay Xayaphone, Dick Grunert, Patrick Seery, Sean Szeles, 


Top row: Casey Basichis, Eric Homan, Curtis Lelash, Tammy List, Susy Campos, Mike Collins, 
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Bottom row: Sean Jimenez, Pen Ward, Kelly Crews, Keith Mack, Carolyn Suzuki, Krandal n 
Crews, Cole Sanchez, Martin Olson, Martin Ansolabehere, Sandra Calleros, Catherine E. € 
Simmonds, Kelly Crews, Ako Castuera, Illya Owens. di 


Top row: Thurop Van Orman. Tom Kenny, Jessica Yost Kent Osbome, Niki Yang, Adam Muto, 
Pal McHale, Kevin Koide, Fred Seibert, Phil Rynda. Ghostshnmp (Dan James), Jesse Moynihan. 


Deborah Collins, Cassia Streb, JG Quintel, Amanda Rynda, Phil Rynda, Sue Mondt, Kasey 
Fagerquist, Elizabeth Ito, Sean Jimenez, Brigette Jimenez. 


Benton Connor, Thomas Herpich, Rebecca Sugar, lan Jones-Quartey. 


(Continued from page 48) 

We wanted to influence the people from our con- 
sumer products and promotions departments. I think 
it worked on some levels. The screen saver got rebuilt 
and was available as a download on Cartoon Network's 
website. The Finn faces ended up on T-shirts. 

In that big first art meeting, we told the room that 
this is a show where if a character gets cut, they'll 
bleed. If they die, they die. This was a big deal for 
us when explaining the show to people seeing it for 
the first time. I think this was problematic for a lot 
of people in the room, because we were making a 
Cartoon Network comedy with a character made 
out of bubblegum, a rainbow horse, and a boy and 
his talking dog. It was an uphill battle to convince 
the network that a show like this could work—that it 
could still be funny, and fun for kids. 


Rob Sorcher: I will tell you, when I stood in that 
room, and I saw all of it put together after that 

long period of development, I knew it right at that 
moment, and | even said it in that room, “You just 
don't stand inside this kind of a world very often, 
something that is completely realized" | knew that it 


was something very, very new. I could see that it had 
extensions. I didn't know exactly what they would be. 
But you could feel that it was more than just a car- 
toon, standing in that room. 


piss 


Adventure Time premiered on April 5th, 2010, on 
Cartoon Network, to an expectant audience. The 
show, which had been so difficult to sell or even sum- 
marize succinctly, was now suddenly real and being 
broadcast—a candy-covered vision with a post- 
apocalyptic center being devoured by millions of eye- 
balls worldwide. For the network, it was an immediate 
ratings success that proved to be ongoing—an essential 
standard for a commercial production's longevity. 

For audiences, it was a breath of fresh air—a cartoon 
that hooked imaginations into an original world filled 
with characters that they felt meaningfully connected 
to and enjoyed spending time with. For the crew, all 
of their work had been justified. Their new show was 


inspiring strong reactions in people—both children 
and adults. 
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Pen Ward: I remember watching the premiere to- 
gether with the crew and executives. We were ina 
sticky bar in Hollywood; there was some buffet Indian 
food. I think everyone had a fine time. The part that I 
enjoyed the most was going online afterward, scour- 
ing the Internet for reviews, and checking out the 
funny fan drawings that slowly rolled in. It was hard 
to find people discussing it online in the beginning. 
The writers and I could only find this one general 
cartoon forum that had just a few users talking about 
it. I loved hearing kids say that they thought it sucked. 
Plenty of people enjoy it, but my favorite reviews are 
the ones that simply say, “This sucks.” I enjoy it so 
much. ..[ think because... it's the densest and most 
thoughtless expression and it annihilates . . . every- 
thing. All the effort I put into the show . . . decimated 
by some turd writing "this sucks" online. It’s hum- 
bling, and [ like the feeling of staying grounded. 


Remaining grounded was a useful state to be in for 
the entire crew. Appreciating the magnitude of it or 
not, Pen and crew were now responsible for creating 
a full-blown pop-culture phenomenon. Today, adding 
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to the daily responsibilities of producing the show, 
there are publicity and marketing promotions; press 
interviews; merchandise, toy, and game development; 
comic-book spin-offs; and comic conventions all 
competing for attention. And of course, there is the 
ubiquitous voice of the Internet. 

For the crew to maintain psychic harmony (and get 
some work done), it is necessary to manage their ex- 
posure and reactions to public and critical commen- 
tary about the show. Storyboard artist Jesse Moynihan 
takes an all-in approach. 


Jesse Moynihan: My eyes are glued to 4chan, Reddit, 
Something Awful, and Tumblr [public and option- 
ally anonymous díscussion forum and blog websites 
where Adventure Time topics can be found regularly. 
Notably, these sites are not (in theory) meant to be 
used by the young "target demographic" of the show, 
so discussions here can be adult in nature]. I'm con- 
stantly monitoring fan reaction to episodes. I even 
watch new episodes while they're streaming with a 
live commentary scroll. It makes me feel insane, but 
I can't seem to stop looking. I experience every kind 
(Continued on page 60) 


Opposite and above: Pat 
McHale's and Pen's approval 
stamp designs, used to stamp 
their approval onto production 
design sheets. 
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Left: Rough promotional drawing by Phil Rynda 
and Thomas Herpich. 


Above: Promotional roughs by Phil Rynda. 


Above: A Post-it nate comic by storyboard 
artist Cole Sanchez illustrating both intrastudio 
hugs and the fact that the crew artists are 
individually known, followed. and interacted 
with by dedicated fans of the show. 


and so little context—ma 
of a praise connoisseur, but 
me is a big part of whether or not that 


(Continued from page 57) 


of emotion through them: gratefulness, frustration, 
anticipation, disappointment, joy, resentment, slight 
indifference, confusion, wonder, and mostly extreme 
self-doubt. Self-doubt seems to be the fuel that com- 
pels me to try hard. 


Designer and storyboard artist Thomas Herpich 


tries hard to manage his exposure to the stream of 
commentary. 


Thomas Herpich: It can be hard 
from the endless attention 
I feel constitutionally, maybe even evolutionarily, 
ill-equipped to resist. I end up going for days at a time 
with my computer out of the house just to get my 
mind untangled. 

Mostly all the talk, though, 
Criticism, turns to white n 


for me to turn away 
that the show gets online— 


, the appreciation, the 
oise; there's so much of it, 
ybe this is the haughty talk 
knowing who's Praising 
Praise is really 


ing. Occasionally I still feel that deep spark 


of connection and gratitude, when I see that some 
stranger out there in the world really cared about, 
thought about, and paid attention to the work I’ve 
done. Success is great for your job security, and “great” 
for your ego, but to have the crystallized expression 

of your blood, sweat, and tears be really heard and 
understood is a lot more satisfying. 


Writer Jack Pendarvis balances his perception of 
the occasionally extreme opinions found online with a 
thought experiment and face-to-face conversations. 


Jack Pendarvis: The people who make Internet com- 
ments are obviously an important component of the 
fan-base, but I also think about the millions of peo- 
ple—I guess—who like the show just fine and never 
once write about it on the Internet at all. That’s also an 
interesting choice! I end up having personal conversa- 
tions about the show all the time. People feel genu- 
inely connected to it. Their eyes light up. Whenever 
I'm at some literary event now, people want to talk 
about Adventure Time the most. The novelists and 
short-story writers love it, the grad students who go 
to literary events love it. (Though you will meet the 
occasional poet who "doesn't own a TV?) They want 
to drink beer and talk about what it means to them in 


person. I love talking about it because I love the show 
so much. 


Indeed, at the core of every crew member's con- 
tinuing motivation is the fact that they love what they 


are doing and appreciate the chance to work together 
collaboratively on a unique project that is experienced 
by so many. That—and the paycheck and benefits — 
more than makes up for any of the hardships in- 


volved—even including the occasional “This sucks” 
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Above: Concept sketches by 
Pen for the season one Cartoon 
Network Studios end tag. 


Right: Storyboards based on Pen's 
sketches by Adam Muto, who also 
animated the end tag. 


Dawn of Ooo 


DIOS, 


^". 


ze 


02-12-0q 


| i M > } AD l E TURE Y, Adventure Time 
E PES A — 


ee 


| F came 


VENTURE 


> 


ADVENTURE 


TIME 
With Finn ond Jake 


un wa; Ve 
LEE 
y 


ADVENTURE 
TIME 
Top: Two penciled logo concepts by David C. Smith. 


Above middle left: Two gray shield logo concepts by Joe Horne. Ly 
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Left and above top: Logo concepts by Adam Muto. 


Above and right: A selection of the logo concepts sent for a 


Above: Six of sixteen color variations on an network review, February 2009. 


Adventure Time logo concept design, April 2009. 
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MAIN TITLE DEVELOPMENT 


Completed just before the senes premiere, the opening 
title sequence went through an exhaustive development 
before coalescing into the final version. Below, a concept - DA 

drawing by Pen that related to an early version in which Pet Cc 36s 

Finn and Jake run around punching monsters m rapid ar ES 2 N Be] 
succession and everything ends in atomıc-mushroom- à at IN 

cloud explosions. To the right and on the following spread PAE A 
are thumbnail storyboards by Adam Muto that he created x TUE 1 | 
to quickly work out ideas for the sequence. One dea ‘ ! = N 
that Pen wanted to explore was that Finn would punch 

a different character in each episode. Some of these 
thumbnails explore that concept. On the extra-bry panel 
sizes, Adam says, “It seemed like a good idea at the tme” 
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This page: Background artwork and storyboard panels from the 
main title sequence in which the camera rapidly moves through 
a variety of Ooo landscapes until coming to rest on Finn and 
Jake in their tree house, where they share an epic fist pound. 
Layout storyboards of the main title sequence by Marco Cinello. 


Opposite top: Background artwork from the same sequence, 


with a sample piece of character art placed to illustrate the 
special shadow coloring. 


ae 


Opposite bottom: A storyboard panel and the background 


art from the final scene of the same sequence, inspired by the 
fantasy artwork of Frank Frazetta, 
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Opposite: Holiday card 
artwork by Phil Rynda, 2010, 


Right: A personal drawing of 
Adventure Time, to Adventure 
Time, by storyboard artist 
Ako Castuera. 


n the Land of Ooo, the main setting of 
| Adventure Time, kingdoms, forests, and 
=~ deadly dungeons ooze with life. New forms 
of creatures are revealed every episode in the series’s 
perpetually expanding world. There are candy people, 
grass trolls, sentient mountains, vampires, hug 
wolves, why wolves, a levitating wolf head Party God, 
cloud people, Beneathaverse gnomes, bikini babes, 
a large selection of wizards, and demons from the 
Nightosphere—just a few examples of Ooo' biological 
diversity. Perhaps one of the most unique beings in 
Ooo is Finn, believed to be the last remaining human. 

Finn the human is a young boy full of energy and 
enthusiasm. Beyond mere adventure, Finn seeks to 
be a righteous hero and to right every wrong that he 
encounters, Finn will rescue any princess in distress, 
whether he likes their thank-you kisses (Princess 
Bubblegum) or cringes at the thought (Slime Princess, 
Hot Dog Princess). He also enjoys ice cream, video 
games, beatboxing jam sessions, and hanging out 
with friends. 

Basic Finn fashion consists of blue shorts and shirt, 
two-tone green backpack, and a white bear-eared hat 
with full head coverage excluding an oval face-hole. 
The first time that Finn's hat came off in an episode, 
his massively long blond locks were revealed. Since 
then, he has also sported a buzz cut, a shoulder-length 
cut, and on one occasion, a dyed brown male-pattern- 
baldness cut. (And that doesn't even include the 
fashion styles from his alternate timelines or past 
lives.) Finn often wields a sword, which he occasion- 
ally upgrades throughout the series from his standard 
model, to a twisted wooden-hilt model, to one made 
out of demon Kee Oth’s coagulated blood (it’s a fam- 
ily heirloom), to a cursed blade of grass that attaches 
itself to his arm and deploys from bracelet to sword 
form at will. 
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(Continued on page 78) 
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Right: A turn-around lineup of 
the basic Finn model. 


Below: A storyboard panel from 
the episode “Blade of Grass) 
in which Finn's broken demon, 
blood sword is replaced with 
a fateful purchase of a wizard- 
cursed grass-blade sword. 
The new sword wraps itself 
around Finn's wrist and can't 
be removed. On the upside, it 
deploys from bracelet form to 
fullly extended sword at will, and 


Author and comic artist Scott McCloud popular- 


inued fro! e 75) E z 
it cuts with cursed precision. Sailer li Y or 1,000 years after the Great ized this discussion of the universal power of the 
| A nd UL cess Earth away under a iconic smiley face and other cartooning theories in 
| a m T of destruction (and left a colossal his 1993 book, Understanding Comics: The Invisible 
| | | "ats ean missing from the globe). Hence, the iconic Art. McCloud writes that viewers see another when 
| | design of Finn's face isn't necessarily just a cartooning looking at a photo or realistic drawing of a face with 
| | style choice- many specific details, but when viewing a cartoon, 
|| the “cartoon is a vacuum into which our identity 
y | | Pen Ward: Everything on Ooo is irradiated and mu- and awareness are pulled . . . an empty shell that we 
| ADVENTURE TIME AF tated from the war. That's why there is magic, that's inhabit which enables us to travel in another realm. 
| | | | 6 why Princess Bubblegum is made out of gum, and We don't just observe the cartoon, we become it! 
| | | | e e eu B = == § thats why Finn has little black dots for eyes. They're The book has since been used as a reference in many 
| i - all mutants. But I also drew those dot eyes because art-school comic and animation curricula, and its 
| N I thought they were cute. Simple, minimal features theories are generally part ofthe vernacular among 
| | appealed to me . . . ‘cause they were cute, and I like animation professionals. 
cute-lookin’ stuff. 


[Designer and storyboard artist] Andy Ristaino: I 
The design vocabulary that drove the development think the beautiful thing about the iconic Adventure 
of the world of Ooo is a direct descendant of Pen's Time face is that by having these few parameters set 
earlier Bueno the Bear-style cartooning. up for the look of everything, it allows you to really 
- ter : play around with the designs of new characters. You 
E ^ es 7 Phil Rynda: Its an interesting theory that the "two can create something totally bonkers-looking, but if it 


dots for eyes, one line for mouth" design makes has that iconic face, it still fits into the universe. 
the viewer identify more strongly with a character. 


Especially if the viewer is also missing his or her 

Nose. . . . But in all seriousness, I think the major 
benefit of the “classic smiley-face” idea is that our 
characters are boiled down to an extremely iconic 
representation of attitude and expression. It also gives 
us a huge range of emotion we can explore, without 


being bogged down by detail. It's pure cartooning. 


"ST /y TOT 


This page: Season one Finn 
and Jake drawings by Pen. 


fr a 


(= cot so ye 
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[Storyboard artist] Rebecca Sugar: I always thought 

the show was brilliant because the characters look 

So simple and unassuming, and there's nothing in 

the world 1 love more than a cartoon character go- 

ing through something really real, just doubling in 

On itself feeling a real person’s feelings. People don't 

expect depth from cartoons, which is a shame but 
(Continued on page 83) 
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a, voice of Finn, on acting, 
performing voice-overs, and his older 
brother's performance as Pen (Finn) in 
been acting since 
| was six years old. I've always liked being 

o a variety of acting and haye done 


Jeremy Shad 


the original short: 


ver and on-camera since | started 


They're both so fun and unique, andıl'm 
really glad to be able to/do both! | was very 
ung when Zack did the Short, but the 


yo 
do remember was)how bizarre | 


one thing | 
thought it was! That's why I loved watching 


Al | also remember being so impressed 
with how falented my brother is. Hé is an 


amazing actor. 


On Finn's developing character: | think it's great watching) Finn 


grow up and mature! It's definitely the kind of 
selit’s so.much. more interesting and challénging;to have your 
d differenttrials and come out of them 

ll be the same person underneath and 


racter as they get older. love being 


role; you; Wantias;an actor 


becau 
character go through'arcs an 
changedín:so many ways but sti! 
still have the same spirit of the chai 
alongside the character and see him go from this 


just wants to adventure and fight evil with his best 
al hero who always tries to do the right thing, even 
to discern what that is. Which /is why 


able to grow up 
fun, happy kid who 
friend, to being a re: 
when.it gets harderand harder 
Finn is such a relatable character, forme, as well'as the 

I relate to Finn because l'm'alWays:trying do.the right 


audience . . 
o know. what that is and you, make 


thing, but sometimes it's hard t 
mistakes and hai/€ to learn from those mistakes and mature. And: of 


course | relate to Finn's lack of math skills! 


This spread: Preliminary drawings 
by Phil Rynda for title card artwork for 
Trouble in Lumpy Space" and "Wizard" 


ut 
A 


Onisinging as Finn, and the funny occasional use of 
auto-tune processing: |'ve actually been a singer almost 
my whole life, and singing on Adventure Time is challen 
and fun because my singing style in real life is different a 
Am: In Adventure Time, when | singias Finn, not onl = 
\isinginglin'Finn's voice, but;I!'m;also singing very raw m 
emotional because Finn is coming up with the lyrics on the 
spot as he sings the words he's feeling in his heart. So it's 
Supposed to soundi yery real and untrained. But in real life | 
sing in my pormal range, and it's far more seasoned. | hoyo 
when Finn sings with the auto-tune sound! Actually, | think 
the auto-tuned baby,song (not to be confused with the 

fan favorite baby Finn song) was the very first song | éver 
recorded on Adventure Time! It was such a blast! It's one of 
my favorites! : 


E 
Sim 


Arme) 


-— 


On looking five to ten years 
into Adventure Tıme’s future- 
Well, | hope we're still doing 
Adventure Time ten years from 
now! It's definitely a show that 
could go that long because there's 
really a never-ending amount of 
directions to go and stones to 

tell in Ooo! | personally think Finn 
has some great character archmg 
to do and l'd'love to see Finn go 
through his later teens and early 
adult years! At the very least I 
want him to finally end up with at 
least Gnesprincess! 


ANY 


tl 


EIN 


ZN) 
INN), 


(Continued from page 78) 
also an advantage, because if you do put it in there 

it will catch people by surprise and create this awe- 
some friction of the message against the medium. 

The Adventure Time designs are so smart, because 
their simplicity makes you project yourself onto these 
characters when you choose to believe they look like 
people. So at that point when they're doing something 
really specific and intense, like Princess Bubblegum 
beating up Ricardio [the Heart Guy], I'd like to think 
that’s kinda happening in reverse—everything I'm 
putting into Bubblegum, a bunch of complicated rage, 
going up through your projection you're putting onto 
that character into your brain, “here feel this rrrrghh- 
hhh! How about you feel like THISSSSS!" 


An untrained eye may just see the apparent sim- 
plicity of the design components, such as dot eyes 
or rubber hose-style limbs, but a refined set of prin- 
ciples inform the construction and proper use of each 
of them, Phil Rynda, the lead character designer for 
much of the development and the early seasons of the 
show, produced guides of this material for the crew. 


Phil Rynda: When Pen, Pat, and I started talking 
about the design of these characters, we very con- 
sciously wanted to design something iconic that any 
kid could draw and identify with. Pen's natural aes- 
thetic is full of big, iconic statements, so we wanted to 
keep in line with that and attempt to refine those ideas 
in a repeatable way. We also wanted to design charac- 
ters that all of the board artists could draw and make 
their own. We wanted the flexibility of simple design, 
but with the specificity that simplification granted us. 
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In terms of nuance, Finn's eyes are unusually 
spread apart, and his mouth is very high. If you look 
at your drawing and see that there is room for a nose, 
you may want to rethink Finn’s mouth placement, 

For me, the biggest revelation came from being 
able to slide Finn's face around within the circle of his 
hat. Finn could look any direction without needing 
to turn his head. I had to basically rewire my brain to 
make sense of this idea, but it proved to be one of the 
most useful tools. 


Finn's face was also the source of a first-season 
change in design direction. 


Pat McHale: When we started designing the series, 
we tried to keep the good things about the original 
short and improve on it. One of the sweetest mo- 
ments of the short is when “Pen” gets kissed by 
Princess Bubblegum and his eyes are all wide. At first 
it seemed like it would be good to keep that spirit 
alive in the show... but once you go down the road of 
eye whites, it's hard to rein it in. It’s so much easier to 
do subtle expressions if you have eye whites to work 
with . . . but it started looking weird. It didn't feel like 
the show. 


Phil Rynda: Pen would cringe whenever he saw those 
eyes on-screen. 


Pen Ward: My reasoning was that having Finn's eyes 
bulge out with sclera [the white part of the eye] made 
him more of a cartoon character, when I wanted Finn 
to feel real and be relatable. So the rule after the first 


Above top and middle: Baby Finn dong the 
“buff baby” song and dance in “Memory of a 
Memory; with poses drawn by Natasha Allegri 


Above bottom; A vision of Finn and Jake's 
dad, Joshua, with his arm around ther brother, 
Jermaine, from the episode “Crystals Have Power” 


Above right: Joshua and Margaret discover 
stinky baby Finn in ‘Memories of Boom 


P nd 


season was, characters can be born with sclera or 
none at all, but they can't switch back and forth be- 
tween the two... to maintain their “realness” 

I was proud that we made this new global rule so 
late in production, because it created another rule, 
which is that the show can change if we come up with 
something better. . .. We can make the show better as 
we go along. 


Pat McHale: So when we [started working without 
the] eye whites, it was hard because we wanted to 
retain the same expressions, but without the circle 
around the eye. We had less to work with, and the 
eyes couldn't give you the same subtlety. So we started 
getting creative with adding choice lines around and 
under Finn's eyes to get the appropriate expression. 


Finn and the other characters still retain the flex- 
ibility to do “special takes" —specific, unusual facial 
expressions—when appropriate. 


Pat McHale: “Special take” expressions just develop 
from board artists trying to portray a very specific 
feeling If it's on-character, and if it makes sense se- 
el the story and is funny or emotional... 

it can y work. Too many zany expressions kill 
the realism of the characters, though, z that's why we 
don't have tons of crazy expressions all the time. 


Ei 


Jake the Dog is Finn's best friend, roommate, and 
older brother. Jake's parents, Joshua and Margaret, 
first encountered baby Finn while they were walking 
through the forest. Finn was a soiled, sobbing infant 
with a large leaf stuck to his bottom, adhered with 
“boom boom” Taking pity on the baby, Jake's parents 
adopted Finn, adding him to their family of two sons, 
Jake and Jermaine. Not much is known about the 
subsequent handful of years—outside of Finn's “buff 
baby” song and dance number first seen in “Memory 
of a Memory”—but ultimately by the time we join the 
Adventure Time story line, Joshua and Margaret have 
passed on, and Jermaine is alive, but his whereabouts 
yet unrevealed. Which leaves Finn and Jake. 

Jake can get riled up for any adventure, and he'll 
stand side by side with Finn when it comes to bat- 
tling any evil or righting any wrong... in general. 
Sometimes Jake's laziness gets the better of him, and 
Finn needs to battle solo. Jake likes cooking, playing 
the viola, and visiting his girlfriend Lady Rainicorn, as 
well as all the same things that Finn likes; they’re great 
pals. What sets Jake apart is that while Finn is a boy, 
Jake is in his late twenties, and has more experience 
(and secrets) to show for it. Pen described their rela- 
tionship to the season one crew: “He's always razzing 
his young pal but counseling him at the same time” 
Call it the Meatballs model; the performance Pen was 
referencing for Jake was Bill Murray's camp counselor 
in the 1979 film Meatballs. 


(Continued on page 91) 
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This page: Baby Finn concept 


drawings by Phil Rynda, along with 


the lyrics to the “buff baby" song. 
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I'm a buff baby that can Jance like a man, 

I can shake-a my fanny, I can shake-a my cant 
Ima tough tootin baby, I can punch-a your buns! 
Punch-a your buns, I can punch all your buns! 


If youre an evil witch, T will punch you for fun! 
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This spread: 2 
A small selection of ‘== 
adventures from Finn's Tg 


life in Ooo and 
beyond. 


JAKE THE DOCH 


Jake the Dog is Finn's best friend, roommate, and brother who has the o 
. to shape-shift and stretch his body into most any form that he = imagine. 
Jake is older than Finn and helps to guide Finn through difficult situations. 


John DiMaggio, voice of Jake, on Adventure 
Time: Man, | loves me some Adventure Time! Playing 
the role of Jake has been a wonderful ride—from being 
the big brother and best friend to Finn, to being a 
proud papa of Lady Rainicorn's pups! The fans are the 
most rabid, incredible fans a show could ever have, and 
they range in age from one to ninety-two! It's really a 
treat to know and see how this show crosses cultural, 
race, and age lines in such a joyful way. And the Land 
of Ooo itself? An unbelievable place that doesn't seem 
to have any boundary to its own growth. | can't wait to 
see what the future holds for Finn, Jake, PB, Ice King, 
LSP, Marceline, and the rest of the gang! 


l JAKE CHANGES SHAPE A LOT SO HE ALWAYS 
@ LOOKS DIFFERENT BUT THESE HELP 
HM STAY DENTIFABLE 


IN FRONT OR 3/4 
KEEP HIS EYES 
ALWAYS ROUND! 


JAKE'S REAR 3/4 
IS HARD TO DRAW. 


ADVENTURE TIME 
is NOT FLATI 


WHEN IN DOUBT, 


P 
WHAT'S ALREA LEASE JUST copy 


Left: "Good" Jakes, for 
revisionists. A collection of 
tips on how to draw Jake by 
storyboard revisionist and 
supervisor lan Jones-Quartey. 


Below; Fashion ideas for 
Joshua, drawn on a Post-it 
note by Cole Sanchez. 


Opposite: “Funny” Jakes 

by Jesse Moynihan from the 

first episode he worked on 

as a storyboard artist, | 

“Crystals Have Power. The | (Continued from page 84) 
| 


episode was co-boarded by Jake, like Finn, has a simple but unique design. cracked me up... . I remember thinking about that 
Cole Sanchez. | Constructed like a dough ball, flour sack, or slightly. when I was designing the pilot—that he'd always make 

| deflated balloon, with the magical ability to shape- me laugh from that angle, because it'd always look 

| shift into almost any form, Jake's body is generally awkward—and that was a good thing... to me. But 

| handled without issue by the crew, Jake's snout and I remember feeling bad when the storyboard artists 

| eyes, however, have sometimes been the source of were figuring him out for the first time on the show 

| | consternation. and they were dealing with how awkward Jake was to i 

| draw. But everyone changed him; the show eyolved 

| Jesse Moynihan: | find that drawing Jake's snout as everyone figured out nicer ways to handle Jake's 

| smaller and smaller makes him look more appealing. design. As my drawing ability has developed over the 

| I also like to give him a butt these days. After five last seven years, my Jakes have become looser and 

| seasons of working on this show, his eye placement looser. Now I just draw Jake like a beanbag chair. 


| still poses a challenge for me. It’s nearly impossible to 
make the three-quarter view from behind look natural Jesse Moynihan: “Crystals Have Power” was the first 


A and nonfreakish. I just accept that if there's an over- episode I worked on as a boarder. I hadn't figured out 
| | the-shoulder shot of Jake, it's going to look weird. how to draw any of this stuff, and Jake was especially 
I challenging. I was totally winging it. I didn't know 
| | Thomas Herpich: I had a hard time with that same what worked or what didn't, so J just tried my best. 
| thing for a while—the three-quarters view of Jake The drawings came out totally bonkers. I hadn't ever 
| i from behind. I would try to have his eyes wrap around thought about drawing "volume; and had barely ever 
i | his head somewhat, and it always looked off—but I thought about depicting “space. It was a big shock to 
| | felt like Pen unintentionally solved it for me at some see those drawings animated. I was pretty horrified. 
i | Point with a board panel where Jake's eyes were just Some of it was pretty funny, but the fan reaction was 
|| half-circles protruding from his face. It was a little really negative. The Internet was basically like “What 
| more abstract, but looked right to me. I think that's the heck is this crap?" By that time, I had already 
part of Pen's prerogative, but also something that he drawn a season of episodes. 1 had no idea it was going 
really excels at: breaking the rules in an intuitive way ^ to animate like that. I was slowly learning on my own, 
| E that feels really right—righter than “correct. but seeing that feedback really made me realize what 
| I was doing would draw too much attention to itself. 
| Pen Ward: Man, I drew Jake in that three-quarters I don't want the audience to get pulled out. I want 
view, and the way his eyes and jowls didn't work them be immersed in the story and the environments. 
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Right 


EPISODE # 


TAKE PASSES tHROuUGH CATE 
AND REFORMS Ow OTHER SLOE 


enough to justify itself. I didn’t think about it very 
hard. The main rule of thumb is that he’s always sorta 
squishy; he couldn't turn into a sword that would ac- 
tually cut anything, just a squishy sword. If someone 
broke that rule I think it would feel more “off” than 
these mechanically impossible things. 


Ako Castuera: I've been thinking about Jake's artistic 
abilities lately, about how he’s really doing sculptural 
impersonations with his magic body. Does he have 

to know or remember what the car, handcuffs, fake 
lawyer, etc., look like or feel like to take on their shapes? 
Limagine it's like drawing someone from memory, and 
Ilike the idea that it's something Jake could be bad or 
good at. I had a scene where Jake misses [his girlfriend] 
Lady Rainicorn, so he makes a Polaroid of her out of his 
hand, but he can't quite get it right. I wanted a weird, 
off-model drawing of Lady for that, so I asked my hus- 
band to do a quick drawing of her from his memory. It 
made me laugh so I used it in the thumbnails. 
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Production : 


Gioii 


Two primary players in the series are Princess 
Bubblegum, ruler of the Candy Kingdom, and Marceline 
the Vampire Queen, daughter of Hunson Abadeer, 
evil, soul-sucking lord of the Nightosphere. Both 
women are years older than they look, Bubblegum 
having personally overseen the construction of her 
kingdom long enough ago that it occurred during 

one of Finn's past lives (roughly somewhere between 
15 and 990 years ago), and Marceline having been a 
small girl at the time of the Great Mushroom War 
(almost 1,000 years ago). In a case of somewhat ar- 
rested development, Marceline emotionally acts 
closer to a teenager or early twentysomething at best. 
Bubblegum, too, appears to be a young woman. Both 
have been the subject of young Finn's crushes. And 
both have had testy relationships with each other, and 
with Finn, but have evolved through the series and 
formed a friendship together. 


(Continued on page 100) 


1014-121 


1014/1294 


Opposite: Images from 
“One Last Job” 


Left: Storyboard panels 
from “One Last Job” by 

Ako Castuera (panel B) 

and storyboard revisionist 
Aleth Romanillos (C and C1) 
depicting a controversial 
Jake body transformation. 
The episode was co-story- 
boarded by Jesse Moynihan 


Below: Jake's memory 

and artistic ability limit the 
accuracy of his hand-formed 
photo of his girlfriend, Lady 
Rainicorn, as he tries to gain 
comfort from her image while 
stuck in Kee Oth's pit, from 
the episode "The Pit” 
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MARCELINE 


Marceline the Vampire Queen has a rough relationship with 
her father, Hunson Abadeer, who abandoned her in Ooo for 
the better part of a millennium while he was occupied with 
some evil business in the Nightosphere. 


Opposite and above: Sketches of Marceline and 
Marceline as the Lord of Evil, from the episodes 
"Return to the Nightosphere" and “Daddy's Little 
Monster" by Rebecca Sugar. 


- PROBABLY 
NOT us 


Above: Early Marceline 
concept drawings from 
series-development story 
meetings by Adam Muto. 


Above and right: Marceline 
style concepts by Thomas 
Herpich. 


Above right: Marceline by 
Rebecca Sugar. 


(Continued from page 95) 

Rebecca Sugar: Marceline and Bubblegum were both 
interesting to me. Marceline actively tries to push 
people away. She seems bad, but she's anxious and 
doesn't have a high opinion of herself. She throws her 
weight around and tries to hurt people on purpose 
because that's less painful than hurting people by 
accident. Bubblegum is the opposite: She appears good, 
but she’s a sociopath. She thinks very highly of herself, 
but she's not selfish. ... She's a cold, calculating tyrant, 


but she needs to be and knows she does what she does 
for all the right reasons. They're both scary, they're 
both control freaks. A monster anda mad scientist . . . 
secretly selfishly good, and secretly selflessly evil. 
They're so fun. And I love Finn because he's young 
and innocent and excitable, and insecure because he’s 
growing up and realizing he’s this small part of this 
big world and bigger history... which I related to a 
lot at the time, what with this being my first job. 


(Continued on page 114) 
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Above: Post-it-note sketch 
of Marceline fashions by 
Jesse Moynihan for the 
episode “Sky Witch! 


Above right: Drawing of 
Marceline in Bat Monster 
form battling the Crabbit 

by Ako Castuera. 


Right and far right: Special- 


pose models of Marceline in 
Bat Monster form. 
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This page: Marceline 
drawings by Seo Kim. 


Inset left: Feral-mode 
Marceline from “Red Starved: 


Opposite: Marceline drawings 
by Thomas Herpich. 


[A 
Princess Bubblegum rules the Candy Kingdom with a pink bubblegum fst Her pastimes Du S4 N plot FRIENDLY 


conducting scientific expenments, performing electronic music, and autocracy. 


BE Host FAST KILLERS 


PAINCESS 
du BOLECUM 


a 
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Left: Concept drawings of Princess 
Bubblegum as a DJ by designer Erica Jones 
for the season six episode "Breezy" 


Above, below: Princess Bubblegum style: ~ 
studies, including expedition gear and a pose 
with Marceline, by Seo Kim. 


f m } 
Right: Princess Bubblegum and Marceline y 
drawings by Rebecca Sugar for the episode | Fe WV 
“What Was Missing? IIS € 


Above: Princess Bubblegum hairstyle 
drawings by Thomas Herpich. 
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On Princess 
Bubblegum's relationship 
with Finn: 
| believe PB genuinely likes Finn. She also 
respects his abäibes and makes use of them for the 
betterment of the Candy Kingdom, which is the highest 
compliment she could give him. PB hes always known their 
age difference end possibly species dference (human vs. 
gum?) would never allow for any kind of romantic entanglement. 
| think PB is just waiting for Finn to grow up and see the logic in 
this as well But she's glad that, d he must pne for someone, 
he pines for her. In her mind, she beSeves thet she's best 
able to protect Finn while he's stil young and vulnerable. 
Of course she makes plenty of mistakes with his poor 
little heart, especially when she's distracted by 
a Science expenment or a threat to the 
Candy Kingdom. 


i This spread: Various 
Hyden Wa een et special models of 


Princess Bubblegum, on her character: CON 
It's been surprising to find out who PB is as the show 
has evolved. In the very beginning, | was directed to play her 
like a sweet, sixteen-year-old princess. But then she started doing the 


that were sent to the 
animation production 
studio for reference. 


s! Like losing her temper and losing herself in science. 


most interesting thing 
And | was delighted to find out that, like Ice King and Marceline, PB is also one 


of the ancients. Now | think of her as kind of a benevolent fascist. She's a royalist and 
o Finn and Jake's house to collect taxes, but she truly cares 
such as they are. | think it's hilarious 
elp: Cinnamon Bun, for example. 


a bureaucrat. She'll break int 
for the well-being of the Candy Kingdom citizenry, 
that she surrounds herself with the most incompetent h 


Her frustration with her "staff" led to my favorite thing to say as PB, which is “Aw jeez...” 


Yet she gives the Candy People endless opportunities to make good—or not ("Aw fea ma) al 
love that the Candy Kingdom, which sounds so sweet and innocent on the surface, is Gn; 
a pretty twisty, complicated place. But that's the delight of Adventure Time-its complexity. 
English majors, dig in! There's so much to take apart, play with, and explicate. "Princess 
Bubblegum’ is likewise a name that connotes sugary sweetness. And yet here we have 
Princess Bubblegum, the German-speaking, iron-fisted leader, working ruthlessly for the 
“greater good” of her morally ambiguous people. Es gibt viel hier zu finden, wenn mann 
schauen will [There is a lot to find here, if one wants to look] (Incidentally, it was total 
coincidence that both PB and | speak German. | studied it in college. I'm not sure 
where she picked it up.) So, in summary, to me, PB is a leader first and kindly 
second. Her priority is the safety and well-being of her motley charges, 
and keeping the whole civilization/law-and-order thing going. It's 

a big job in such a strange world. 


On Princess Bubblegum and 
Marceline’s friendship: 
PB and Marceline have known each other for hundreds of 
years. And Marceline is actually the older of the two. I've been 
asked a /ot about their relationship, so | asked Kent and Pen to clarify 
it for me. | can't remember who said what or how much of this I've made 
up myself over time, but here's what | choose to believe: Marceline can only 
be friends with kids. That's why she likes Finn-he's young. Marceline was 
once friends with Bubblegum when she was a kid (i.e., hundreds of years ago). 
And Bubblegum loved her back-as an older sister, friend, fun babysitter, etc. But 
when PB grew up, Marceline didn't want anything to do with her. In her Peter Pan 
way, Marceline never wanted to grow up herself. She certainly couldn't keep any 
reminders around of time's passage, like an adult Princess Bubblegum smoothly 
and maturely running an entire kingdom by herself. But Marceline was PB's 
only friend. The fact that Marceline abandoned her drove PB toward a life 
of science, facts, and bureaucracy. Because she was so hurt by her first 
and only friend, PB chose a life of isolation over intimacy with another 
person. Thus, she's kind of a squirrelly loner; thus, she's not 
interested in suitors; thus, she substitutes the adoration of 
her governed masses for love. But I'm really hoping 
someone comes along and rocks her world. 


a complicated figure, often 
shaping the events in Ooo 
through her technology 
and the manipulation of 
her subjects-Finn 


included. 


COSMIC OWL 


you are visiting with Prismo in the Time 
impending death, or using the unnal in 
Network Studios in Burbank, California. 


STORY NOTES v 02.18.09 
THE VISION of JAKE 


This spread: On a “new story ideas” page of notes 
from early in season one production (opposite), Adam 
Muto doodles a "Cos.McOwl” Another page from 
Adam's notes (below) details possible origins of the 


Typically seeing the Cosmic Owl means that 
Room, having a “croak dream" vison of your 
the second floor men's restroom at Cartoon 

(Continued from page 100) 


Story NOTES ~ 02, 12.08 > MRCE UNE, THE VAMPIRE QUEEN” The other residents of Ooo provide a design play- Cosmic Owl ang style references for the sparkling wing 
A REVIVE MARCELINE AND ground for the artists of Adventure Time, where al- effects (the science-fiction and fantasy illustrator Frank 
NEW ST HER FRENOS FORMENTING most any kind of creature can exist. The Cosmic Owl Kelly Freas's specific star-sparkle style is the inspiration 


FINN. is one of several otherworldly beings in the show’s here). Top left is a photo of the light reflections above 
_ REVIVE universe. Its design was inspired by a routine trip to one of the two urinals in the Cartoon Network Studio 
PRINCESS FOTLUCK ^ F the men’s room. second-floor men's room, This reflection appears only 
REE APPLE THIEF over one of the urinals and was the inspiration 


- Revive ` Evt ROS IN‘ wiTH Pen Ward: One day I walked into Adams office and MMC E noy 
NBW CHARACTER. TWIST saw some doodles on his desk; one of them was of 

= BETEN? these two overlapping ovals that he had made into 

d eyes, and the body around it was a screaming fat owl. 


with stars in its wings . . . but the eyes were super 


. ALTERS REALITY. familiar to me. I stood there for a moment staring 
at them, and I think I said, “Those eyes..." and 
ER Adam had a goofy smile on his face and he said, "You 
Finn ANO THE COPY CAT recognize them?” and I was like, “Yeah!” ‘cause on the 
- Finn exo THE NIGHT TERRORS second-floor men’s bathroom at Cartoon Network, 
Am WRITES A LYE SONG) the light hits one of the urinals a certain way that it 


= Finn TRIS TO Ware A SONG Che fac ATTEMPT bounces off and casts this mystical face on the wall in 
E front of you—just starin’ at ya. Adam drew it! It was 


awesome ... and we plugged him into an episode as 


the Cosmic Owl. 


Character designs range on a spectrum of cute and 
friendly characters (candy people, cloud people, prin- 
cesses, and rainicorns) to dark, dangerous, grotesque 
characters (Death, Ricardio, and the Lich). The middle 
of the spectrum is where the curious and especially 
imaginative designs live. These are the more nuanced 
characters in the sense that they don’t immediately 
identify as cute/good or grotesque/evil. These are 
simply the strange characters that live in Ooo, not un- 
like the alien-looking critters that exist in the deep-sea 
trenches of Earth, just living their everyday deep-sea 
lives. When organizing a variety of Pen's drawings into 
folders for reference for the crew, Phil Rynda placed 


them into Cute, Gross, and Inventive categories to 
highlight their differences. 


= finn Loses Wis per (serie versen) bem 


ESO Travels AROUND 
Iscs SUDING INTO 
AS Disc E 


E L ME PILOTER] BSA YAGA E 
r SLIDING CONTINUOU SLY. 


_ Jake BITES FINN, Finny BES JAKE 

- CoseicowL SHows FUN Samer PORTANT. 

_ ViQoNQuesT (auestiads HIS DESTINY wH JAKE 
- JAKE [S TRANSFORMED ero ^ REGULAR DOGGIE/BLOB 


YOUNG GOODMAN EROWM/ WANA Be A MEMBER 


| Cosmic OWL~ 


A PAIR oF FORMER DISK GALAXIES COLLIDING. 

THE CARES oF THE INDIVIDUAL GALAXIES ARE IMGEORED 
IN Har DUST AND CONTAIN A LARGE NUMBER af STARS. 
Tino HUGE WINGS SWEEP OUT From THE CENTER, 
TIDAL TAILS OF STARS AND GAS 


600 MILLION LIGHT-YEARS FRom EARTH... 
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Above: The giant baby from “The 
Enchiridion!" has his giant scale 
reinforced by the relatively tiny ungulates 
b. strapped to his limbs as snacks at the 
ready. These details also suggest some 
of the giant baby's habits and life outside 
of his featured scene in Adventure Time. 


Opposite: A selection of Emmy Award- 
. winning designs from the episode 
-*Puhoy” by designer Andy Ristaino, 
based on storyboard designs by Thomas 
. Herpich and Steve Wolfhard. 


[Lead designer] Matt Forsythe: Everything exists in 
the Adventure Time universe. Often people think it's a 
crazy show with no rules, and that's a mistake. Whenl 
bring a design to Adam, I know he is going to ask how 
the sword is attached to the belt, and I have to know 
the answer. [think it's part of what grounds the show 
and makes us want to believe everything else that 

is happening. 


Phil Rynda: We attempted to make every character 
appear to have lived a life outside of their appearance 
in the episode. I love giving characters bandages and 
scars. Pen or Pat had the great idea to strap animals to 
the body of the giant baby from “The Enchiridion!” It 
served to help show the scale of the baby, which was 
the problem I was dealing with, as well as giving the 
baby “snacks” to have at the ready. I loved that. Pen and 
Pat constantly were surprising me with how far they 
could push themselves outside the box. 


Sal 


Thomas Herpich joined the crew early during season 
one, initially in the design department. His visual style 
and character design has informed much of the show, 
and was doing so even before he arrived. 


Pat McHale: Phil convinced Tom Herpich to come to 
LA from New York City to work on the show, which 
was really great because we were already trying to rip 


off some of his art style anyway—we gave some of his 
drawings to [art director] Nick Jennings and said, “We 
want it to look like this" So it was really great when he 
decided to come out and work on the show. 


Thomas Herpich: When I accepted the design gig on 
Adventure Time—1 was a designer for the first season, 
then switched over to boarding for the second season 
on—I had never worked in the industry and really 
had no idea what I was signing on for. I kinda thought 
1 did, based on the test they had me take, but nope. 
The test was something like, “Draw a bunch of neat 
weird things from your imagination,’ and I thought, 

"| can do that; but then I got out here and found that, 
in reality, it’s more like, "Here, someone already drew 
this, you refine it a bit and then draw it from behind, 
too, and that's it” At least that's what it felt like at first. 
The old bait and switch. I grew to appreciate some of 
the subtleties over time... but still it was mostly a lot 
of refining preexisting board drawings. Also draw- 
ing lots of clouds: smoke clouds, dust clouds, steam 
clouds, etc.—lots of rocks, drips, splashes, etc. As you 
can maybe tell, I wasn't such an amazing fit for the 
job. My heart wasn't in it the way Phil [Rynda]'s, Andy 
[Ristaino]'s, and [designer Robertryan] Cory's were or 
are. That eventually evolved into me rushing through 
the actual real part of the job to make time for doing 
tons of concept drawin gs [of character design sugges- 
tions], which wasn't part of the job description, but 
which I was way more passionate about, then giving 
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BIG Destiny || 


Above left: Grassy Wizard concept 
designs by Erica Jones for “Blade of Grass? 


, Left: Lady Marauder concept designs by 
Cole Sanchez for “Bad Little Boy” 


Above: Big Destiny concept design by 
| Jesse Moynihan for “Finn the Human? 


Above: Zombie Candy People character design concepts by Adem Muto for “Slumber Party Panic” 
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Left: Sketches of Flame Princess by Rebecca Sugar. 


Above: A personal painting of Flame Princess by animatios 
editor Oliver Akuin. Oliver, on his job responsibilities: “| take 
the finished storyboards and build a rough movie of what the 
apse will look like. In Final Cut, | add in all the recorded 
dialogue, music, and sound effects. It's a fun and creative 
process! | get to see if the atmosphere and mood is right for 
as episode. After I'm done with it, the directors and | will look 
at it many times to see if anything needs to be revised. We 
check for dialogue alternatives, timing edits, and other fixes 
to plus the episode. Ultimately, the animatic and the timing 
sheets become a blueprint to the final animation" 
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_ Top: Sketch of the Flame King's throne room with 


lantern prison for Flame Princess by Rebecca Sugar. 
Above: Sketches of Flame Princess by Michelle Xin. 


Right: Early Fire Kingdom character development, 
including a proto-Flame Princess, by Adam Muto. 
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Voicing Flame Princess: 


JESSICA D;CICCO 


Jessica DiCicco, voice of Flame Princess, on 
Finn and Flame Princess's relationship: 

Finn and Flame Princess started off with a bang, 
that's for sure. There was an immediate attrachon, 
and they've had some very profound moments. 
Even if their relationship seemed rocky al times, 


This spread: 
Flame Princess is 


they have been getting to know each other's flaws 
and imperfections, and building the foundation for 


ye Finn's first age-appropriate 
what could potentially be an epic love story- The | ; J A BR BR 
Natebook-style! Through their ups and downs, | powers often burn beyond 
think their feelings for each other were true and y her own control-then burn 
undeniable. It's possible they just need to grow as : f ] houses, villages, and 
individuals for a little bit before they can become P 5 5 N 
a strong, solid couple. We saw glimpses of their 
potential, and it’s safe to say the seeds for a strong 
love story have been planted. OTP. On Flame Princess's development as a 

| also think there's a way they could be together character: 
without Finn having to foil-burntofy himself. In Having been locked up in a lantern for her whole life 
“The Red Throne” we saw that her handmaid had until only recently, Flame Princess is playing catch- 
poisoned Flame Princess, resulting in Finn being up. She has never had the chance to interact with 
able to touch her without getting burned. | think others, experience love, explore her own emotions, 


this wes foreshadowing that there could be a way and just be a regular teen. With the help of Princess 
Flame Princess can learn to manage her power, and Bubblegum, she is starting to learn about her 
ultimately be able to interact with others without power, she's starting to pay attention to her fiery 
burning them. emotions, and is now aware of exploring her power 
| don't think Rame Princess has found the place to its full potential. This is an exciting time in Flame 
she can call home, or at leest the place where she's Princess's life-she is a strong, independent young 
happiest and most comfortable. We've only seen lady who tries her best to do what she thinks is 
her ruling the Fre Kingdam once, where she was right. Nobody's perfect, she definitely has her 
poisoned by her handmand, had to fight her father, issues, but she's doing her best and working with 
then lock ham up, not to mention how incredibly what she’s got. 
bored she looked sitting on the throne all day, 
Zombie-eyed - . . so Im not sure # the Fire Kingdom 
is her final destination. After all, she did spend 
her whole life locked up in a lantern; it's possible 
she needs to get aut, go on adventures, explore 
the world, and to get to know herself. As far as 
things with Finn, timing is everything; maybe after 
they each get a little more Ife experience they can 
explore their relationship agan. | don't think it's over 
between them-perhaps it's just begun. 


On being part of the Adventure Time 
production: 

The excitement surrounding Adventure Time is 
palpable, and it's incredible to be part of a show 
that has struck a chord with so many people. | 
especially love the show's unpredictability and the 
dynamic characters that call the Land of Ooo home. 
Working on this show is awesome. 
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This spread: Design models of Marauders from 
“Memories of Boom Boom Mountain” On Finn's advice, 
the Marauders strap animals onto themselves to soften 
the blows of their roughhousing in an attempt to placate 
Mountain Man, who doesn't like to see all that rough stuff. 
“It's raunchy and maddening. All those men and their 
disgusting, fantastic bodies!" Episode character designs 
by Phil Rynda, Natasha Allegri, and Thomas Herpich, with 
clean up by Mike Collins and Alex Campos. 


c0105009_ 1419 


Above: A Marauder design 
from “Memories of Boom 

| Boom Mountain” by Thomas 
Herpich, with design changes 
by Pen on the yellow Post-it 
notes, adding a cyborg 
faceplate and robotic hand_ 


Right: The model design 
for Marauder #21, colored 
and ready to ship to the 
animation production studio 
for use as reference. 


692-010 


(Continued from page 127) 

Andy Ristaino (continued): I’m also sure a lot of the 
choices made regarding what's on-model for the show 
change depending on whos reviewing the designs. For 
the first two seasons, Pat reviewed designs. I know he 
was a lot more of a stickler than Pen was when he 
was looking over things. Adam reviews everything 
now; he definitely keys in to different things than 

Pen did. I'm sure I had a different take on things than 
Phil, and the same goes for Matt [Forsythe]. The lead 
designer, over time, gets to know what Adam, Pen, or 
Pat wants and becomes the “design police,’ or maybe 
the “Holden Caulfield of design,’ hopefully catching 
the design flaws before they run out of the rye and go 
over the cliff and out into the world. 


Pat McHale: It was always interesting to see what Pen 
would change about a design when it ended up on his 
lap. Oftentimes he would look at the design and sort 
of frown, and then add a little creature inside Princess 
Bubblegum's lab coat or something and be like, “Yeah 
... that's better, right?" 


pinu 


Phil Rynda: The job of a character designer or lead 
character designer has been slightly different for mé 
from show to show. As it pertained to Adventure 
Time, a huge aspect of it, for me, was sort of the job 
of being a visual translator. In the very beginning 

as we were designing the main characters, it was MY 
goal to take all of the exciting and unique things that 
Pen does naturally in his personal work and begin 


to translate them into a visual language that people 
could follow. 
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This page: The Squid 
Bartender that serves the 
Marauders its own squid ink 
from “Memories of Boom Boom 
Mountain" The concept drawing 
by Thomas Herpich is faithfully 
followed in the design model 
(inset right). 
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This page: The Ice Bull and Ice-o-pede from 
“What Is Life" exhibiting complex designs with 
transparent bodies, multiple reflective planes, 
visible internal organs, and directional lighting. 


(Continued from page 141) 
Traditional animators know that the complexity of a 
character's design has a direct effect on the amount 

of time and effort it takes to move that character con- 
vincingly around in space, drawing after drawing—not 
to mention to accomplish it with appeal and flair. They 
learn this lesson the first time they try traditionally 
animating a design that has too much detail, decora- 
tion, or complex, mechanical parts. 

But what happens when the team responsible for 
creating hordes of new character designs every season 
is on an entirely different continent than the team 
that ultimately has to animate them? Does a character 
designer's restraint get thrown out entirely if it is 
someone else who has to deal with the animation con- 
sequences? Though Adventure Time does have many 
wildly inventive designs, some with floating parts, see- 
through flesh, multiple heads, and extra limbs, they 
all have in fact been carefully considered and refined 
before being shipped out for animation. 


Adam Mato: When I look at a design, I try to imagine 
how difficult it would be if 1 were asked = animate it. 
That's probably led me to oversimplify some designs. 
If it's a character that's not going to be moving much, 
or is only in a few scenes, I usually don't mind if the 
model is more elaborate. 

There's definitely a correlation between design 
complexity and the fluidity of its execution We 
haven't had an overseas studio reject a character 
model outright. But if a design is overly complex, it 
will come back with some stiffness. 


The same considerations apply to special color and 
lighting effects. Rim lighting on characters in concert 
with special color design choices can enhance scenes f 
dramatically. Each design choice made in Burbank 
affects the time it takes for the overseas animators to 
execute them. 


Adam Muto: It would be cool if we could do these 
effects all the time, but since both time and resources 
are finite, we try to save palette changes and lighting 
effects for the scenes where they'll have the most 
impact. A lot of times, though, the art direction is 
dictated by the story. 

The scale and ambition of the art direction has 
undeniably grown through the seasons. An episode 
that would have been considered design-heavy during 
the first season would now be considered a medium- 
size episode. It looks great, but takes its toll on every 
department. Recently, we've tried to be a lot more 
conscious of balancing those huge episodes with more 
manageable ones. 


Andy Ristaino: Yeah, simplicity definitely is something 
to shoot for. Sometimes you don't know if 

something in a design is working until you get the 
animation back from Korea... . then it's usually too late. 
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This page: The Ice Bull concept 
drawing by Thomas Herpich. 
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ICE KING 


Besides an addiction to 
kidnapping princesses, the Ice 
King also has a tragic past that 
he can't remember-and has 
evolved into a sympathetic foil 
for Finn and Jake. 


Young Ice King 
With Crown 


"rd Design models of Simon Petrikov's stages 
of deterioration into the Ice King as a result of the 


Left: Ice King design iterations by Phil Rynda from 
early in show production reveal that mustache 


options were briefl i ; crown’ i 
ly experimented with. ee S powers. Ultimately, Simon loses all control 
Over his mind and sli, i 
(Green us ] " slips permanently into being Ice 
e corrections can stack up ing for more than one thousand years until the 


high. 
igh. Here, Pen draws design suggestions over lime of Finn and Jake. 


the er 
A podel drawings indicating his direction to 
e designers. Right: Ice King concept sketches by P 
pt sketches by Pen. 
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Tom Kenny, voice of Ice King/Simon Petrikov, 
on how he personally can relate to the 
character: 

You gotta feel sorry for Simon First of all, the crown 
stole his sanity from him. This gentle, sweet. low-key 
guy became the lonely megalomaniacal Ice King 

He didn't ask for it. Ever since | was a little kid, lve 
always had a soft spot for the classic Universal 
Studios monsters because they're despised for 
things that aren't their fault! The Frankenstein 
monster didn't ask to be made; Larry Talbot became 
the Wolf Man when he was on a date A werewolf 
randomly attacked him-ruining bath the date and 
his life! Dracula doesn't want to live forever, deep 
down he wants to die ASAP. The Creature ıs just 
protecting his Black Lagoon from these interlopers, 
these irritating, arrogant scientists. So | have a lot of 
empathy for the Ice King, because he's cut from the 
same cloth as those poor slobs. Plus, odds are that 
l'Il end up a crazy old man someday myself! 

The other aspect of Ice King's personality is 
that he's his own worst enemy and always shoots 
himself in the foot. He has no idea anymore of how 
to be a friend, a husband, a father figure—so he 
blows it every time! He doesn't understand social 
cues or personal boundanes. So, he locks up 
princesses and can't understand why they don't 
love that. He tries too hard and dnves everybody 
nuts. He's an often cold and controlling parent to 
Gunther and the penguins. 

But beneath all of that, there's Simon, who was 
a nice man. Ice King would love to be a normal guy 
with "bros; a girlfriend who loves him back, and 
kids (or penguins) that he parents. He just can't 
remember how to achieve any of that That's my 
theory anyway. Great-now I've made myself all sad 


| 
| 
| 
| 


On the unexpectedly poignant moments in 
episodes such as “Simon and Marcy”: 
Episodes like that one are so neat to be a part of. 
I'm amazed at the number of people who tell me 
those “Simon and Marcy” stories brought them to 
tears! Heavy, baby 

| was very surpnsed and gratified when Simon's 
story took such an unexpectedly deep tum. | felt like 
Pendleton and his creative team had given me this 
huge gift! To be able to play the comedy, but this 
other thing, too. 

The funny thing is, even before that happened in 
the show (in fact, way back when | was auditioning), 
| had always approached the character as if he 
was one of these sad sickos you see on MSNBC's 
Lockup, who (often due to tragic and horrible stuff 
that happened to them during their formative years) 
just don't see the forest for the trees. You can't help 
but have a pang of sympathy for them because 
they're so clueless. That was just my private 
process, though- never really mentioned any of my 
crackpot theones out loud. | didn't want to seem 
too *actor-y" Tums out that the writers were on the 
same road | was! 


On what the Ice King smells like: 

| magine that the Ice King's effluvium is a pungent 
mixture of odors: winter wind, penguin musk, and 
patchouli od, with just a hint of desperate flop sweat 


On what the future could hold for 
Adventure Time: 
Well, | always think it's a fool's errand to try and 
extrapolate into the future like that. I'm usually 
wrong-my crystal-ball skills suck. 

| do believe that Adventure Time has already 
transcended what most TV cartoons achieve. The 
fans connect with it on a very deep level, and the 
world of Ooo and all its inhabitants are so wide and 
deep and complex that | can tell there are hundreds 
of stones yet to be told, and a zillion depths yet to 
be plumbed. 

It's important to remember that for such 
a complicated show, what makes it all tick is 
deceptively simple. The heart of the whole thing 
is Finn and Jake. Their funny, easygoing, really 
believable friendship is what everything else 
springs from. If that aspect didn't work, there'd be 
no Adventure Time. Finn and Jake are our guides 
through all of this craziness. No matter what setting 
you put them in they're great characters. Even with 
all the complex, arcane, self-referential mythology 
that's developed around them, it's still a show about 


the deep friendship between this scrappy kid and 
this wiseacre dog! 


This spread: 
Some of Ice King's 
à SW adventures. Ice King's 
loneliness feeds his desire to 


spend time with princesses, 

Finn and Jake, and his wizard 
peers-though usually he is 

unwelcome to do so. 
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Lemongrab is the shrieking being created in 
Princess Bubblegum’s laboratory. He has a diffi- 
cult personality and a habit of meting out extended 
dungeon sentences for transgressions as minor as 
hurt feelings. After unsuccessful attempts at inte- 
grating into the Candy Kingdom, he was given his 
own lonely earldom to rule, and eventually, a partner, 
Lemongrab 2. Together, they filled their domain with 
synthesized lemon mutants. 


Left: “Lemon Tree” by Thomas Herpich, created for 
an Adventure Time-themed group art show. Says 
Herpich, “But then | liked it too much and didn't 
want to sell it, so | gave it to my brother instead" 


Above: One of the earliest drawings of Lemongrab, 
by Thomas Herpich and Jesse Moynihan. 
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Above: Color model poses of 
Lemongrab 2 from “You Made Me!” 
and Lemongrab mounted on a Lemon 
Horse from “Too Young" 


Right: An unofficial promotional 
drawing for the episode “You 
Made Mel" by Jesse Moynihan. 
This episode was co-storyboarded 
by Thomas Herpich. 
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CIISS035-509 LEMON MUTANT #12 


ketches from the epi 
lance artist Jess ol 


(1165035508 LEMIN MUTANT II 
This spread: Across the top is a coll; 
lemon mutant desi ign 
“All Your Fault” by fre 
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CIISS03S-S01 LEMON MUTANT # 10 


INMUANT 24 (55101-582 ~ 


Voicin 3 Lemongrab: 


JUSTIN ROILAND 


Right above: An unoffical 


Justin Roiland, voice of Earl of Lemongrab 
(and Lemongrab 2), on the origins of 
Lemongrab's signature grating screeching: 

| remember Pen asking me if 'd be interested in 
doing a voice and | enthussestically sad yes. | was 
thrilled to be a part of the show (I was a fan). While 
| was lucky that Pen just handed me a voice like 
that with no audition required, it was also kind of 
ternfying because | had no idea what to do with 
the character. | brought my frend Ryan Ridley for 
moral support and went into the recording session 
cold. The first thing | tned was basically what the 
Lemongrab wore is today. | screamed a few lines of 
Galogue, and Pen smied and gave me the thumbs- 
up. and off we went. It was a blast, and | remember 


ead piece by gren surprising myself with how high-pitched and long a 
Herpich for the episode scream | was able to muster for that first big line of his. 
Your Fault” This episode 

was co-storyboarded by On identifying with any of Lemongrab's 

Steve Wolfhard. 


Right below: “The Lemon 


quirks, demands, needs, or sadistic dungeon 
sentencing: 
| feel like everyone at one point in their life can 


ee — a relate to the Gea of being an outsider. Lemongrab 
of lemon mutant designs 

is defintely an outsider in the Land of Ooo. | 
Steve Wolfhard. = 


also entity with hss struggle to express himself 
the nght way. He seems to have trouble making the 
Conmecton between his thoughts and the words he 
uses. That happens to me often. Unlike Lemongrab, 
| am much more rational and calm, | know how to 
work well with others, and it really takes a lot for me 
to lose my temper. It rarely ever happens. 


On drzwing from experience with people who 
have extreme personalities: 

| have found thet my personality tends to balance 
weil wah erreme personzltes. Im really easygoing, 
Patent, and forgang. Not to pat myself on the 
back or anything. But I'm greet lm just so fun to be 
around. | might sten selling tickets to hang around 
me for a day. Just laddng Fm nat thet great really. 


Ta unes 
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This page: 
Lemongrab meets 
Lemongrab 2, eats 

Lemongrab 2, eventually 

explodes, and is stitched 

back together in Princess 
Bubblegum's lab. 


LUMPY SPAC 


Lumpy Space Pnncess ts the dramatic, 
self-centered pnncess from 

Space who demands attention, lives in 
a hobo-style camp in the woods, and 
is not above firebombing the Candy 


Kingdom castle out of petty jealousy 


This spread: 
LSP's main 
concerns are herself, 


& gossiping, and how hot 


she looks with her 
lumpin' lumps. 


Voicing BMO & Lady Rainicorn: 


NIKI YANG 
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Production : 


WHAT is THAT, FEB 1 2 2013 
A TINY PRINCESS CROWN 
OR A CopPER curF ? 
MYSTERY 
Niki Yang, voice of BMO and Eu On why Jake and Lady are a good couple, on whether Lady's 0 1 4 F 1 it 
Rainicorn, on creating BMO's voice: lines are funny (in Korean) and how they are written, and on 1 
Lam no professional actor. In the audition, | what is enjoyable about performing Lady's lines: 
just read lines as best | could. | think somehow | think they are a perfect comical couple! We don 


my "no-acting" reading created naiveness and perfectly understand each other. You know, langu: 


Above: A page from Steve 
the childlike tone of BMO. And that became 


Wolfhard's half of the storyboard 


z “2 i 2 Can easily find what she A “ D 
my trademark. BMO ^ suspiciously innocent. said on fan websites. They are written by the storyboard aaa from the episode “Be Mera 
Simple yet secretive. | believe that layers are delivered to me in English. Then | translate them to Korean | love doi featuring reference for BM 
what this character's charm is. Lady because it's all about intonation to [i > loing internal components and the 


= t h 
associated color model (inset left 
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This page: 
BMO often spends 
time alone engrossed 
in make-believe play in 
addition to providing video 
games for Finn and 
Jake to use. 


FLONNA AND CAKE 


Fionna and Cake originated as personal fan art-style drawings 
and comics by storyboard revisionist and designer Natasha Allegn, 
which she posted on her blog. Pen saw the gender-swapped 
versions of Finn and Jake, liked the concept, and the writer's 
room began developing an episode featuring the characters. The 
episode “Adventure Time with Fionna and Cake" premiered during 
season three, and was storyboarded by Rebecca Sugar and 
Adam Muto. The device that was eventually added to explain the 
allernate-universe gender swap was that the entire story was being 
told by Ice King to a captive Finn and Jake: Ice King is the author 
of a large amount of “fan fiction” about Finn and Jake as female 
versions of themselves. Which is just ane of the creepy things 
about Ice King. 


Below: Special-pose models of Fonna and Cake. 


'ENTURE TIME - SEASON 3 : y 
ADVENTURE TIME WITH FIONA & CAKE" outline 


"ON : ; 
Dan EN (age 15) and his royal troops are defending Perfect Kingdom from a 


1 ical sludgebeast has separated into many pieces and is 
E I US RUN AE PE But Prince Perfect isa fearless leader and he 
leads his troops like a champ! (It is an exciting battle with lots of fighting) 
Eventually the sludgebeast gets the upper hand, re-forms, and corners the prince against a 
wall and smothers him. The troops don’t know what to do. 


AD 
E NS 


S 


Suddenly, Fiona and Cake burst onto the scene! Fiona and Cake? Yes! Fiona and Cake! 
Land of Aaa's most awesome human girl/magical female cat combo! Fiona slices at the 
sludgebeast with her sword and it retreats into the cracks of the wall, leaving the prince, 
shaken but unharmed! Hooray! 


cu 


2. Prince Perfect — "You were a great help in defeating this beast." He takes Fiona's band 
and bows like a gentleman. Cake whistles and Fiona blushes. PP — “Please allow me to 
thank you properly over dinner tonight at a fancy restaurant of my choosing." Before. 
Fiona can answer, the prince excuses himself to check on his troops. 


3. Cake teases Fiona about her "big date". Fiona scowls — “That guy's not so perfect. 
“We were a great help”? Who's he kidding, we saved his royal MN) Cake laughs — “1 
think you like him!” F — ^Y ou know what? I will go on the date just to expose his flaws. I 
will prove to you that his name shouldn’t be ‘Prince Perfect”, but ‘Prince Poser.” 


ACT TWO 


eme non to a fancy pants, titanic-style, ballroom/restaurant located at the bottom 
re EI c bo Ect there by jumping into a giant pneumatic tube) It is very fancy 
OO € (who's hiding in Fiona's pocket) whistles at the fanciness of it all. 

i” The maitre D greets them and informs the prince that their table is ready: 


5, AL their table, PP absent-mindedly folds his dinner napkin into an elaborate origami 
sword. F — *Whoa, that's like my favorite weapon.” PP — "Mine too." Fiona smiles, but 
quickly remembers her mission; She asks the prince questions, trying to get him to reveal 
that he’s full of himself, but he doesn't. PP— “I owe you an apology for earlier. Saying 
‘you were a great help’ when the fact of the matter is that you saved my royal: 
Fiona arches an eyebrow, PP — “Unfortunately, I have to act like that in front of my 
battallion, otherwise. ...I’m sorry, you don't want to hear about this.” F —“Are you 
kidding? I love talking about war!” 


6. Cut to, Prince Lollipop & Marshal Lee (PB and Marceline) having dinner a few tables 
away. They witness Fiona having fun on her date and they don’t like it. Lollipop — 
“Because that guy’s not perfect, not because I like Fiona.” Marshall Lee — “Right, it’s 
because he’s a.” (note: They're both jealous in an Archie Comics way) Marshall 
Lee gets an idea, calls the waiter over and whispers in his ear. 


7, Back to Fiona where the prince continues to charm the Bill out of her. When Fiona is 
bothered by a fly, PP snatches it in his hand and tosses it in his mouth. F — “Cool!” PP — 
"That's nothing, watch me rehabilitate him with my psychic powers." PP sticks out his 
tongue and the fly is standing there like a paroled prisoner. Fly — “I apologize for 
bothering you, brave warrior. Now if you'll excuse me..." The fly rises into the air like 
Jesus Christ and disappears. F — “Whoa!” 


8. Just then the waiter (who Marshall Lee whispered to) walks by and clumsily spills 
tomato juice all over PP who screams — “MY FAVORITE JACKET'"AII eyes are on the 
prince. Is he going to freak out? Is this it? Will he finally prove that he’s not perfect? The 
prince collects himself and chuckles — “How can I be upset, when the reason I’m wearing 
my favorite jacket is right here. (He points at Fiona.) The most awesome warrior in all of 
Aaa!” The entire restaurant applauds PP’s perfect demeanor. Fiona is beaming. 


9. PP asks Fiona for second date where he will show her “something wonderful.” Before 
Fiona can answer, PP excuses himself to take a leak. 


10. Lollipop and Marshall Lee run up and try to talk F out of going on the second date. 
They don’t like PP. He’s a phony! But Fiona has been completely won over by PP’s 
charms and announces that she will indeed go on a second date! Cake — “Yay!” Lolliipop 
and Marshall Lee do not like this at all. 


ACT THREE 

11. Fiona, arrives at Perfect Castle where Prince Perfect greets her with royal fanfare. 
(note; at one point Fiona puts her sword on the ground to applaud, and forgets about it) 
Cut to: Lollipop and Marshall Lee hiding in the bushes. They want to sabotage the date. 


Cut to: inside. The date is going great until PP steps outside alone to get some air. 
Lollipop and Marshall Lee jump PP and tell him to back off Fiona. PP laughs and says 
pS Te just jealous. He gives Marshall Lee a shove and ML slaps PP in the face, which 


Causes it to momentarily transform into the sludgebeast’s face, and then quickly back into 
the prince, Lollipop — “What the Will was that?” PP stares at them — “Pm waming you 
both to leave.” 


13. Back to Fiona inside. PP bursts in followed by Lollipop and Marshall Lee who try to 
warn Fiona that PP isn’t what he seems. PP has them escorted off the premises by the 
royal guard and is now alone with Fiona, He asks if she’s ready to see something 
wonderful and Fiona says yes. PP holds her hands. F — “Well?” PP — “Look at my 
hands.” She does and they turn into sludge. F — "Y'ah! What the -?" PP laughs and 
transforms into the sludgebeast. Sludgebeast — “I’m the sludgebeast!" F — “Oh man! I 
knew it!” Sludgebeast — “Yes, you were the only one who knew something was wrong! 
You said I wasn’t perfect, and now I must kill you!” Fiona battles the sludgebeast. It’s an 
awesome fight that takes them all over the castle and eventually outside where Fiona has 
left her sword. She uses it to defeat the sludgebeast. Victory! 


14. Fiona is now standing near the wall where the real PP has been held captive since 
being smothered by the beast. Fiona uses her sword to release PP and he really is perfect. 
He asks Fiona out, but she turns him down because she’s jaded after the first PP tumed 
out to be a sludgebeast. But she does allow him to give her and Cake a ride home. END 


Opposite right and this Page: The original Fionna 
and Cake episode outline by Pen and Natasha 
Allegri, in which Fionna is spelled with one n, and 
Prince Gumball is originally called Prince Lollipop. 
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This spread: Revised from the outline on the previous spread, this outline of the 
episode "Adventure Time with Fionna and Cake" includes storyboard artist Rebecca 
Sugar's extensive notes and drawings used to work out ideas for the story. The outline 
leaves a lot of room for storyboard artists to fill in story details, and a lot of running time 
to fill with specifics. The episode was co-boarded by Adam Muto. Below on the left is 
Rebecca Sugar's rough for a personal promotional drawing, complete with gender- 
swapped storyboard artists “Madam Muto” and “Roberto Sugar” 


Right: Design model of Prince 
Gumball (with sparkly eyes), 
the gender-swapped version of 
Princess Bubblegum. 


OPENING 


(d 
O 
alternate opening for "Adventure Time with Fiona and Cake"  ( eh. 


ACT 1 


1) Prince Gumball and Fiona & Cake are hanging out (doing scientific tests on at 
À (the soil? or. something...) Prince Gumball is acting flirty in a joking way - setting * 
Si à up that he messes with Fiona in that way. 


2) Ice Queen suddenly shows up (with her "gunter" equivalent?) and attempts to 
kidnap Prince Gumball. Fiona defeats her. 


r fa Prince Gumball is SO thankful. He tells Fiona that he never realized it before... vor 
| but... he likes her... a lot. And he'd like to GO STEADY WITH HER (or the 5 
A | equivalent of that). Fiona thinks he's messing with her again, but before she can w^ 
5 Y) avs 
y Lise cake accepts! | fa N see C Verein Ken pA 
| 4) Atthe treehouse Fiona is nervous ncomfortable about going IARE date. H 
€ p She's afraid she'll be made a fool of, because PG is obviously Just joking around. ei m- 


: Cake: "But what if he really IS totally into you?" Fiona has trouble believing that» © 
1 Could be true. (E) Tanto wae ] 
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FIONA DECIDES TO GO ON THE DATE TO PROVE THAT PRINCE SUMBALL 
) DOESNT REALLY LIKE HER, IN THAT WAY (bi 


also... she really does want 
to go on the date...) Qc, T Wiese ae n 
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5) Fiona goes on the date with Prince Gu: 
sidelines throughout the day. 
S LS une To pak five 
6) Flona tests prince gumball in various 
prove that PG still likes her. 


mball, with Cake watching from a 


Ways during the dale, and all the Y 


SOME STUFF TO DO DURING THE DATE: 


They ride Lord Monochromicorn. 


1 GU Fos Wow Movel mem tre WP 


f "Wk (Coma [72 Co ere N ^t 
sue SINUS Y me 
M sr, 
| ER. p au area 


ano PNT Won Tor TER: ^ 
S7) Over the course of the second act, Fiona realizes more and more that it's 


true.... The prince really does like herl 
A iy 


(THU. im Im LOVE WITH You 
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et )) At the end of the date, Prince Gumball invites Fiona to his castle to have an 


Gn, 
evening alone... he'll ask all = to leave so they can spend some time 6 


logether... alone. She accepts —1 A tum > 
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ar 9) Cake thinks that maybe things are moving too fast. but Fiona Is too super 
bees excited to give Cake'; warping any credence. 
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Right: Design models of 
Fionna and Cake, the gender- 
and Sender/species-swapped 
Versions of Finn and Jake. 


© A Glob's Creatures 


& vulnerable Fiona. She's super (IBM and attacks Prince Gumball. ek, 
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ACT3 
She Con) 7 giu IN GOWN Bern Tee PERLAS Tu 
10) Prince Gumball and Fiona have a dinner alone. The mood gets creepier and De 
creepler. Zi, ~ e- 
11) Prince Gumball use's Fiona's trust In him to trap her somehow Qo), 
somehow Fiona gives up her sword? or puts on a cursed "going steady” ring? 
spell? or something?), Prince Gumball reveals himself to be the Ice Queen! It 
e was all a trap! If she gets rid of Fiona once and for all, she'll be free to marry 
| Mr Prince Gumball (who Is nearby, tied up or something). 
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AR 11 1/2) | guess maybe the Ice Queen Should excuse herself from the room at 


this point, or something? in order for Béat 12 to work. or... idunno.. 
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MN 12) Suddenly Cake bursts in and sees Printe Gumball standing next to a beat up Oe? 


ue 1 Y z ten > 
13) The Ice Queen's attention is momentarily diverted, giving Fiona the NAM m 
opportunity to escape whatever spell or trap she's stuck in. She beats up the ee P 


4 4 Queen and saves the day. N ta, neu 
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DESIGN EVOLUTION 


i i to improve 
All animated character designs evolve over years of production as artists ree p 
upon the originals. Design model line ups are the clearest place to see the 


SEASON 3 
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abo He Sword 
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Opposite: Natasha Allegri has been changing 
her Fionna design over the years, and to make 
the show reflect this in season six, Erica Jones 
updated the design model for Fionna to be used 
In production (bottom row). 


SEASON © 


Above: Fionna artwork by Erica Jones. 


Right: The continuing evolution of Finn's 
Primary sword, "Jesse asked us to come up 
with a Concept for a dream sword for Finn. The 
Sword is a physical manifestation of Finn in an 
alternate reality. He wanted something really 
simple and clean and pure-like Finn in a way. 
Initial lead designer] Phil liked to open designs 
UP to all of the designers as a sort of contest to 
find the best design. We tried that and decided 


on Erica's sword and tweaked it into the final” 
Matt Forsythe 
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This spread: From the model design test, these black-and-white storyboard 


panels and cleaned-up Special-pose models illustrate the expectations of the job 
for the prospe 
almost exa 


ctive designer. Not Part of the test, the co 
iS 


images depict the exact 
exact moments from the final episodes as seen on TV. 
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This spread: More examples from the model design test that show a prospective designer 
how each storyboard panel was interpreted into special-pose designs that were then sent to 
the animation production studios in South Korea. Not every storyboard panel is redrawn by 
a designer at Cartoon Network Studios in this way. Only special poses from the storyboard 
are selected and given this treatment to communicate specific direction, and the animation 
production crews at Saerom and Rough Draft in South Korea are responsible for interpreting 
the majority of the storyboard panels directly into fully realized cartoon animation. 
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T he Land of Ooo rests on an island of indeter- 


minate scale surrounded by a sea of radio- 

active detritus and sunken prewar high-rise 
apartment buildings. The topography of the land 
includes wildly varying and exciting features, perfect 
for exploration and adventuring. There are (semi) 
natural wonders: deserts, ice mountains, churning fire 
pits, dark forests, and active volcanoes. The landscape 
is littered with the wreckage of the previous human 
civilization, half-buried, sunken, and overgrown with 
foliage. There are numerous access points to under- 
ground caverns, subterranean cities, and dungeons. 
The weather is temperate, and the beach, forest, 
desert, and ice-covered mountainous areas are easily 
accessible at any time for recreation. The occasional 
knife storm simply requires finding suitable advance 
shelter from the showers of dagger blades. 

In Ooo there are multitudes of kingdoms to 
explore. The Candy Kingdom is centrally located and 
constructed over a toxic river of radioactive sludge. 
This kingdom is one of the most populous and im- 
Pressive of all the kingdoms of Ooo, with residential 
neighborhoods, business districts, and a convenient 
Public transportation system. Ruled by Princess 
Bubblegum, the Candy People live here in relative 
Peace, guarded by the gigantic Gumball Guardians 
and their princess’s scientific know-how. Inside the 
!oyal castle there are multitudes of laboratories and 
testing facilities used for the princess's experiments, 
as well as a few standard-issue dungeons. Most things 
here are constructed with candy, including the king- 
dom's inhabitants. 


(Continued on page 192) 
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Opposite: A map of the island 
of Ooo in broad strokes, with 
much exploration left to be done, 
Illustrated by Ghostshrimp. 


Left: Sketch for a promotional 
illustration by Phil Rynda. 


Right: A page from Adam 
Muto's sketchbook, with early 
concept development of a 
wizard's market. 
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- WIZARDS FAIR/ MARKET 


-WIZOocRACT 
= ICE KING'S Han ae 
MISSING. HE SUSPECTS 

ek HIS WIZARD RIVALS, 
— HE TALKS FINN INTO HELPING 
HIM RETRIEVE VY. 
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Designer Santino Lascano on drawing the seedy 
part of town: The thiniang for thes area wes hal ¢ used 
to be the up-and-coming neighborhood when the Candy 
Kingdom was still new. As with any cay, the eres aged and 
people moved to newer parts. abandoning thes particuler 
place. | would say that thes seedy pan of town is st 
contained within the walls of the Candy Kingdom, but i's 
been covered by the newer establishments and houses 


Opposite: The Candy Tavern near the Above: The Candy Kingdom in 8 
exterior wall of the Candy Kingdom is wide, establishing shot of the entire 
Where some "bad elements" can be vicinity, including the surrounding 
found congregating. From "Apple Thief" cotton-candy forest. 
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This page: Evening views around the Candy 
Kingdom village, protected by its walls and 
the Gumball Guardians vigilantly perched 
around its exterior. 


Opposite: “Root Beer Guy” expanded the 
view of life in the Candy Kingdom outside of 
the royal castle. Its regular citizens work full- 
time jobs, commute on the candy subway, and 
shop at Pudding's Hardware. Background 
designers for this episode were Santino 
Lascano and Derek Hunter, background 
Painters were Sandra Calleros, Ron Russell, 
and Teri Shikasho, and the color stylist was 
Catherine E. Simmonds. 
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Opposite and above: Views around 
the Ice Kingdom and the exterior of the 
Ice King's hollow mountain home. 


Right: One of Ice King's sub- 
chambers in his cavernous ice home 
is a shrine to ninja-movie memorabilia 
and artifacts. From “The Chamber of 
Frozen Blades! 


(Continued from page 187) 

The Ice Kingdom is a snow-covered range of ice 
mountains ruled by the Ice King and his companion 
penguins. Snow Golems live among snowy foothills, 
and this kingdom's primary feature is the hollow 
mountain ice cave in which the Ice King lives. In 
the Ice King’s main living quarters he has his basic 
amenities: a queen-size ice-block bed with leopard- 
print bedclothes, a modest bathroom, a drum set, a 
weight-lifting bench, a computer, and an easy chair. 

In multiple subcaverns below are stashes of artifacts 
from his forgotten past, collections of ninja gear, and 
a shrine devoted to enormous ice statues of his own 
creation: the fan-fictional, gender-swapped versions of 
Finn and Jake, Fionna and Cake. Also living below are 
the rarely seen, semiuseless guardian Ice Toads, Ice 
Bulls, and the Ice-o-pede. 

(Continued on page 197) 
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love interest. From *Incendium" 


(Continued from page 192) 
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The Fire Kingdom is generally on fire, inhabited by 
flaming-hot beings of different sizes and shapes. 
Visitors to this kingdom need a fire-protection spell 
applied to themselves to prevent burning to a crisp. 
In the Flame King's throne room is a lamp where his 
daughter, Flame Princess, was imprisoned for most 
of her life. More recently, she usurped his throne 
and he got the lamp treatment. Depending on who is 
ruling, expect a kingdom run on either pure evil or 


brutal honesty. 


The nether realm of Lumpy Space is an area acces- 
sible from Ooo's mainland via secret portals known 
only to its natives, such as Lumpy Space Princess. 

A password-protected frog sitting on a mushroom 
Provides the tongue-grabbing-and-ingestion access to 
its internal throat portal necessary to travel to Lumpy 
Space. Once there, a flying lumpy car is required to 
travel from drippy cloud to drippy cloud to avoid 
falling into the Lumpy Abyss. Although Lumpy Space 
Princess Occasionally visits her parents back home 

in Lumpy Space, she prefers to camp and eat beans, 
hobo-style, in the woods of Ooo. 


197 Buildin g the Tree House 


Mat. 


The fearsome Nightosphere is a demonic hellscape 
accessible by mortals and vampires alike simply by 
drawing a mystical symbol, the Phil Face, dousing it 
with bug milk, and reciting the magical incantation. 
Demon hordes mill about here, guarding prisons and 
waiting in line to obtain appointments to see Hunson 
Abadeer, the eternal Lord of Evil. Or occasionally 
Marceline the Vampire Queen, his daughter, when she 
has to fill in for him. 


pis 


In the middle of a region of grassy hills is Finn and 
Jake's tree house. This hero's home contains multiple 
cozy rooms intertwined with tree limbs and areas hol- 
lowed into its interior. An airy kitchen with a break- 
fast nook is a pleasant place for preparing bacon pan- 
cakes, bibimbap, everything burritos, or the ultimate 
Time Sandwich. Finn and Jake share an upper cham- 
ber for sleeping; Finn in the monster-skin-blanket- 
covered bed and Jake nestled in a drawer. Accessible 
by plank-and-rope bridges and ladders, there are 
several upper rooms and lookouts in the higher parts 
of the tree. A ground-level shack-like vestibule of the 
tree house serves as a storage space for massive piles 
of golden coins and other adventuring refuse. 
(Continued on page 202) 
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Opposite: Various scenes from the Fire 
Kingdom, including one of Flame Princess 
falling into a deep shaft into the Ooo 
depths after sharing a first kiss with Finn. 


Above left: A special-pose model of the 
frog portal to Lumpy Space in action. 


Above right and below: Lumpy 
Space Princess's hobo-style camp in 
the woods where she prefers to live, 


heating her beans over an open flame and 
occasionally being chewed on by wolves. 


LUMPY SPACE ee 


Right: 

A diagonal 

pan background 

from “Trouble in 

Lumpy Space” with 

storyboard drawings super 

imposed on top as part of the 

planning and art-creation process. The 

change of scale and perspective on the 
free-falling lumpy Finn crestes the Buson that 

he falls first toward the camera. past @ then eway 
and down toward a crash landing as the camera tracks 
down and to the nght with hen 


Below: Two episode stilis from “Trouble in Lumpy Space" 


Right: Background art from 
“Trouble in Lumpy Space" 


Adventure Time: The Art of Ooo 


198 


N 
AA 


X 


Above: A Concept drawing of what Lumpy Space might look like, by Thomas Herpich: a landscape, 


house, and Lumpy Space People fused together. Lumpy Space Princess hovers undemeath the mass. 
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È E IL = ©; row); and stitched-together shots as = | 
1nng/n8& 1008/085 1008/085 seen in the episode with animation of 10487085 


" - — - flames and creatures, shown here in 

Mica y Y "rust. k two halves (bottom two rows). This 
episode's background art was designed 
by Ghostshrimp (Dan James), Santino 
Lascano, and Derek Hunter; painted by 
Martin Ansolabehere, Sandra Calleros, 
and Ron Russel; and color styled by 

= TE ACE TRIN I t EA re Catherine E. Simmonds and Ron Russell. 


iy 


Top and above: Two 
backgrounds from “The Duke” 


Opposite: A concept drawing 
of Finn and Jake's tree house 
exterior by Ghostshrimp 

(Dan James). 


(Continued from page 197) 

The land of Ooo, so ripe with this scenic splendor, 
narrowly avoided being artistically handicapped by 
standard-definition broadcast. The transition to all- 
digital television broadcasting in the United States 
went into effect in 2009, finally pushing all standard- 
definition television sets (the older, lower-resolution, 
43 ratio screens) into obsolescence. Adventure Time's 
development brackets this event, with the original 
short being produced for television in standard defini- 
tion. The series commenced production right on the 
cusp of the complete transition to high-definition, so it 
was never hamstrung by the need to produce episodes 
that would work both in standard definition and wide- 
screen high-definition, as some unfortunate produc- 
tions had to deal with just several years earlier. 


[Designer] Robertryan Cory: Around 2004 to 2009, 
cartoons were being storyboarded in widescreen HD 
format, but all the action had to take place in the cen- 
ter SD safe area . . . so you'd have all this dead Space to 
the left and right that you had to fill but couldn't place 
anything important in. 


In contrast to many cartoon series’ backgrounds, 
which recede behind the characters in a generic 
fashion, Adventure Time's backgrounds are snapshots 
of a living, breathing world that are as essential to 
the show as any of its characters. One can imagine 
turning over any Adventure Time rock to find a secret 
dungeon passage or friendly worm with whom to 
converse. The inventiveness and specificity of the 
background art matches that of the characters. The 
immersion in the world feels complete. 

During the show's development, these background 
designs did not materialize fully formed from the 
ether. It took several false starts and experiments in 


different directions to arrive at the Ooo Finn and Jake 
know today. 


Pat McHale: We had trouble pinning down a back- 
ground style because we wanted something that felt 
flat and simple like the pilot, but could do more. The 
show was going to be more cinematic than the pilot. 
[Art director] Nick Jennings tried all sorts of styles, 
some of which were pretty nice. 


(Continued on page 207) 
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Art director Nick Jennings, on searching for the right background style: At the beginning of Adventure 
Time we were trying to find a style for the environments that felt unique and would work with the stories that Pen 
wanted to tell. The sort of classic painting style below was inspired by Thomas Hart Benton's paintings. | love 
his work and this stylistic approach goes nght to the adventure side of Adventure Time. But if we went with this 
style for the art direction it would not only be hard to get through all the work, but also it is such a departure from 
Pen's natural way to draw. | think in the beginning he was looking for something that wasn't really his style. But 


his style is great, and ultimately going with something closer to what he naturally loves to do himself is better. 


Below: A background Style test 
by art director Nick Jennings 
that employed a Smooth-painteg 
rendering technique. 


Right: A background test that 
more closely approaches the final 


flat-color fill style used in the show, 
avoiding most gradients and painterly 
rendering. "We started looking at 
Ghostshrimp (Dan James)'s work 
and Pen was really excited about it. 

| felt it was a good fit for the show. 
The image at right is something | 

did influenced by Dan's work. Dan 
draws in a very unique style that is 
his own. This image has various types 
of textures on the ground, trees, 
rocks, and sky. | was playing around 
with these textures, trying to come 
up with a good combination that we 
could use in the show. Ultimately we 
used some of these ideas and threw 
others away. In television animation 

it is important to establish a look 

that is doable in the production 
schedule that you have. It is also just 
as important to see as much of the 
creator's unique style make it into the 
show. | think Adventure Time does 
that perfectly” —Nick Jennings 
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Left: Two color 
variations of another 
early, rejected 
direction for the 
backgrounds of the 
series. According 

to Nick Jennings, 
“these represent 
something closer to 
Pen's work but in a 
more adventure comic 
book-style: smooth 
gradients, black ink 
line, flat textures. 
These elements are 
interesting but still not 
really unique” 
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(Continued from page 202) 
Nick Jennings, a veteran of shows such as 
SpongeBob SquarePants, characterized his initial 
Job as analyzing the pilot and Pen’s work in general 
to understand the show creator’s idiosyncrasies and 
art preferences, and attempting to extrapolate a new 
direction from these discoveries. He identified flat 
areas of bold colors with cartoon line art as Pen's 
staples, Still, a central question remained: “How were 
these new high-definition and ‘more cinematic’ back- 
8tounds going to look specifically?” The short pilot 
only established basic elements to work with—the 
grassy hills and the Ice Kingdoms triangular mountains 
Were there, but what would everything else look like? 
Several diverging styles were experimented with, 
luding backgrounds with naturalistic drawings of 
a forest and backgrounds with gradiated colors and 
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painterly rendering. The network executives ques- 
tioned where the style from the pilot had gone. The 
backgrounds still weren't feeling right. Additionally, 
all the extra detail and rendering in these tests would 
have proven impractical to use for the television 
show's schedule and budget. 


Pat McHale: But then [background designer] 
Ghostshrimp [Dan James] became available, and we 

all realized his style was pretty much perfect. It was a 
balance of graphic design simplicity, but with a really 
epic feel to it—so we could tell bigger, more adverture-y 
stories, too. His drawings were easy to color and had 

a simplicity that matched the characters. We could 
add nice shadow effects and stuff when we colored it, 
and that gave it more depth. Plus he was really into 


Opposite: More concept 
art of the tree house con- 
tents and three views of the 
exterior by Ghostshrimp. 


Above: Background 
designer Ghostshrimp's 
New Hampshire cabin, 
which he built and lived 

in for three years in his 
cousin's one-hundred-acre 
wood before moving to Los 
Angeles. This, and an 
active, outdoorsy childhood, 
directly helped inspire the 
land of Ooo's design. 
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building up the mythology by putting secret stuff in 
the backgrounds. He was thinking about the world. 3 
not just drawing a drawing. He was putting himself 
into it. 


Ghostshrimp5 dedication to adding history and life 
to his backgrounds matched the fervor of the story- 
board artists for adding specific story and character 
details to their boards. It was drawn from a childhood 
filled with the tactile chaos of nature. 


Ghostshrimp: 1 had the northern equivalent of 

a Mark Twain childhood. Most of the time I was 

out exploring the forest, climbing trees, following 
streams, swimming in ponds. That's really where 

my imagination lives. We moved to the seacoast of 
New Hampshire when I was twelve years old, and I 
brought that forest with me in my mind, and it's been 
there ever since. My whole life, when I dream, it takes 
place in those woods where 1 grew up. That's where it 
all comes from. There is daytime in the forest, when 
you're invited in to play with the animals, and then 
there is nighttime, when you're dared to come in and 
play with the ghosts. The forest is to people what the 
ocean is to fish. Absolutely anything can be in there. 

Before I moved to L.A. to work for Cartoon: 
Network I was living in a small cabin that I built 
myself, deep in a one-hundred-acre forest that my. 
cousin owned in New Hampshire. I lived in that cabin 
for three years, and worked on it the whole time. That 
experience was hugely influential in how I went on to 
design the world for Adventure Time. The cabin was 
not nearly as cool as Finn and Jake's tree house, but it 
has the same feel. The interior walls were made of old 
pallets that I pulled apart. The boards were all going 
this way and that, and they were different sizes—it 
was funny. My buddy Tight Jeans Moclinson saw Finn 
and Jake's tree house for the first time and was like, 
"That's your cabin!” He was right—it was what I would 
have built if I was as good at carpentry as I am at 
drawing. Hopefully someday I will be! 

That's the idea behind what I’m doing now. When! 
took the job at Cartoon Network my plan was to save 
up enough money to buy my own forest in northern 
New England, and turn it into the Ghostshrimp 
National Forest. The plan worked, and now we've got 
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twenty-five acres here, and we're two years into the 
lifelong project of turning it into a living illustration. 

My goal as an illustrator is to make the most 
creative and personal work possible, and to me, that 
begins with the things I do when I'm not drawing. At 
a certain point I realized that if I could live my entire 
life as creatively as possible, and make everything 
in it as personal as possible, my work would benefit 
tremendously, I think it's helpful to see yourself as a 
character in a book that you're writing, and you can 
always ask yourself, “Am I the character I want to be?” 
Its about removing the lines between your dreams 
and your life, and your life and your work. To me, 
they should all be the same thing. When Pen and Pat 
told me they wanted Adventure Time to take place 
ina Ghostshrimp world, that’s exactly what they got. 
1gave them the world I want to live in. I turned my 
head inside out, and they filled it with people. 

When I draw, I always put in little clues that hint at 
the deeper secrets hidden beneath the surface. Most 
ofthe time I don't even know what those secrets are, 
and that makes them even better! With Adventure 
Time I got to take that to a whole new level. People 
always ask me why the underworld is filled with police 
Cars, and their guess is as good as mine! I just saw it 
"1 my head, and it looked awesome, so 1 drew it. Pen 
Isllike that, too—when we were finalizing designs for 
the tree house he told me to put a trap door in the 
middle of the kitchen floor. He didn't know what was 
down there, and neither did I, but we both loved the 
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sense of unseen mystery it created. When I first took 
the job, Pen said he wanted a beehive mind state for 
the people who worked on the show, and I think we 
definitely had that. There was only one time that I 

can remember him not liking what I came up with, 
and that was on the first Lich episode, He wanted an 
old subway station, and I incorporated that, but I also 
expanded it into an ancient underground canal system, 
too, like one was built on top of the other. I always 

try to bypass the obvious solutions and dig deeper to 
find something new and interesting, but this time he 
wanted a very literal depiction of a modern subway. 
It's too bad, ‘cause those were some of my best back- 
grounds, and that turned out to be such an epic episode. 


Ghostshrimp's efforts fit well with the whole team. 
He was clear on his job, too: He needed to bring his 
distinct personality to the work, contribute a personal 
effort, dig deep, and enjoy the job by staying excited 


and inspired. 


The background designer generally receives a combi- 
nation of new locations and old location updates or 
new angles to draw per episode. The storyboards the 
designer receives will often contain design concepts 
for new characters and environments that are drawn 
specifically enough that they can be directly adapted. 
(Continued on page 222) 


Opposite: Tree house 
concept drawings by Adam 
Muto, one of a few reference 
points that Ghostshrimp had 
to work from when designing 
the final look of Finn and 
Jake's home. 


Above: An interior view 

of the tree house from the 
season one episode “Rainy 
Day Daydream! 


THE TREE HOUSE 


Opposite and above: Interior views of the 
tree house and an exterior tree house bridge 
from the season one episode “Rainy Day 
Daydream" 


Right: View from the ground up at Marceline 
| a tree house window from “Evicted!” 
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Right: The fully colored 
background art with its tree 
overlays that are placed 
above the animation layer to 
Create the illusion of depth 
in the scene. The overlays 
=. also provide clues about the 
sel5y : A Scale of the large female 
Y ne. mr Sr, f); m, Y Vw Y f Red-faced Monster crying 
7 = a - 7 ) In the Clearing (as seen in 
ic oan az : = i j s the final shot, inset right). 


Background painters for 
= i this e 

. rt Pisode were Martin 
Top: A long horizontal pan, or Above left: The elements of a scene are established ın the Storyboard. Above right: Background designer Ghostshrimp drew black-and-white Met. Aneolabehere NA 
tracking shot, from the episode Here, Finn and Jake see a monster in a vertical pan shot from "Blood based on the storyboard requirements while adding his signature embellis Calleros, and Ron Russell 
NBloodlUnder the Skin Under the Stan? boarded by Cole Sanchez and Benton Conner. and details. Background painters then colored it digitally. 
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"Beautopia" feature 
world populated by a 
human, except for th 
Finn and Jake through a t 
underground nver th 
must battle the Lub Gi 
that disguise them: 
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This spread: "This was actually my first gig for Adventure Time, and 
months before | got hired as a regular. Adam Muto and Rebecca 
Sugar asked me to do up some concept art for a story they were 
about to board. They gave me the broad outline of what would 
happen in the episode and what they needed from me. | think they 
even had an initial sketch for some blobby-looking monsters hiding in 
pool toys that Pen did. The list included stuff like the garbage boat, 
Lub Glubs, the Beautopia reveal, the ziggurat, and maybe some other 
scenery and background stuff. | was surprised how much they ended 
up using from my sketches in the final board, It was my first time doing 
any sort of work on the show, so | assumed | was doing everything 
wrong. Anyway, once | became a designer on the show, | ended up 
getting a crack at drawing the final models for a lot of the designs | 
initially sketched out, which timed out nicely" -Michael DeForge 
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This spread: Designer Michael DeForge turned in 
collection of draw ings for the season three episod 
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Above: Storyboard panels from “The 
Silent King” that include some of 
the Goblin Kingdom's structures by 
Jesse Moynihan. Below each pane! 
is the background art designed by 
Ghostshrimp, which went through a 
drastic change from genenc castle 
to "looking like a beshive” says 
Cole Sanchez, who co-boarded 
the episode. This was an extreme 
example of changes from board to 
background. 


Left: Design model of Gummy, 
the Goblin King's assistant, by 
Phil Rynda. 


(Continued from page 209) 

Cole Sanchez: 1 draw my backgrounds how I want 
them to be finalized, but if the designers see some- 
thing there that can be pushed further, then I’m totally 
open to it. 1 remember in “The Silent King,’ we drew 
traditional-looking castle backgrounds in the board, 
but the finished background art ended up looking like 
a beehive. A change that large hasn't happened since 
then, at least on boards that I’ve done, but elements 


and touches are still added into the backgrounds, 
which I enjoy. 


Thomas Herpich: I tend to board things out very 
thoroughly, even in my thumbnails. I feel like the 
backgrounds and characters are tools that one can 
use spontaneously in the writing Process, and the 


i 


more fleshed out they are, the more tools you have 
available. Like, for example—and this is a little over- 
simplified—if your character has a sword on his belt, 
maybe he can use that to solve some problem, but 

if he were just a stick figure, you wouldn't have been 
able to let that happen. Same for backgrounds—the 
more props and obstacles you've got sitting around, 
the more you can integrate your character into his 
environment. I've got a related pet peeve with seeing, 
like, a big grassy clearing in the middle of the woods 
where the characters stop and talk to each other. It 
feels too “cartoony, for lack of a better word. Too 
Convenient, too fake. I want my forest floors to be all 
lumpy and covered with roots, with trees poking out 
in inconvenient places. 


Adventure Time: The Art of Ooo 222 


100240 


EPIBODES' 


taata inary 


\! 


[Storyboard artist] Seo Kim: I think I rely a lot 

on doing subtle visual jokes and drawing weird or 
funny drawings. So it's kind of necessary for me to be 
thorough, like Tom said, about designing things and 
getting down to as much detail as I can... though I 
didn’t fully realize this until recently. Until I started 
Working in-house I had no idea how much influence 
the board artists had and how thorough someone 
could get with a rough board. And I think that's what's 
50 cool about this show, because it allows people cre- 
ative freedom and space to be themselves and to do 
their best work—something 1 didn't think could exist 
Ina TV cartoon. 


The color evolved dramatically from the pilot to 
Series as well, 
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Pat McHale: Pen likes really bright colors. There's 
something really appealing about characters that 
almost look like candy or toys. But... my natural 
sensibilities are a bit more on the subtle side. Pen told 
Nick and me that he wanted me to make all the color 
decisions because he didn't trust himself. So I was 
always going for the subtle colors, but Pen wanted 
the bright colors. So we would go back and forth, and 
Nick had to deal with both of us, but finally we found 
a balance. Eventually Nick knew exactly what notes 
we were both going to have before we even opened 
our mouths, 

Another thing that was appealing about painting 
Ghostshrimps line art, as with color-fill-style back- 
grounds in general, was that it gave us the Opportunity 
to animate the background elements without having 


Above: Backgroud art 
depicting the Goblin Kingdom, 
designed by Ghostshrimp. 


Right: Design model of 
Xergiok the Goblin King sitting 
on two goblins, by Phil Rynda. 
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This page: Ghostshnmp's 
onginal rough drewings for the 
tree house den. 
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them look like a prop in an old episode of Scooby- 
Doo. [Pat refers here to the effect when a prop in the 
background is evidently going to be animated before it 
even moves, because it was painted in a flat, cartoon- 
fill style that contrasts with the painted background.] 
It meant that the entire world of the show could be 
interacted with, which sort of subconsciously makes 
the world feel more real to the audience—even if the 
interaction is minimal. Finally, everything fit into place! 


Andy Ristaino: Phil would always talk about how we 
Wanted the objects that the characters carried or ran 
into to have a history. And I think this can be applied 
to every aspect of the show. Adventure Time is about 
à world that has existed long before Finn and Jake did, 
EM One that will exist long after they are gone. The 
Objects, characters, clothes, and buildings all have a 
Story. We really wanted things in the show to have a 
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feeling of history and mystery that the characters who 
exist in the world take for granted, because that’s how 
things have always been. 


Ghostshrimp: The tree house is my favorite thing I 
did on the show. It took maybe three concept designs 
before we nailed it. The first two were my tests for 

the show, I think, along with two Candy Kingdom 
designs, the second of which was the final one. Pretty 
amazing when you think about it. They didn't really 
give me much to work with. I kept asking for more 
information about the show, and they just kept telling 
me to do my thing. Adam Muto had done some amaz- 
ing concept designs, and they had the pilot, of course. 
The only thing they really had a solid idea of was that 
the grasslands and the Ice Kingdom had to more or 
less match the pilot—everything else was pretty much 
up for grabs, so I just went nuts. At first there was a 


Above: Ghostshrimp's revised 
tree house den concept, 
cleaned up and colored. 


== MT 


Above: Ghostshrimp's onginal Right: Finn and Jake struggle with a 
rough drawings for the kitchen distressed, dying Jiggler, whom they tried 


to keep as a pet in their tree house. 


area, with a two-seat bench. 
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major question mark about whether I could draw fast 
enough to keep up with the workload. As an illustra- 
tor I usually work on one piece for at least three days, 
but here I had to be able to do three pieces a day! That 
really freaked me out, so that whole first set of major 
designs were drawn in a manic state of anxiety, which 
is the opposite of how I normally work. I am naturally 
carefree and happy, and that’s where my focus comes 
from. That was the biggest challenge I've faced dur- 
ing my ten-year career so far. Rather than drawing 
with pencil and an eraser, I decided to try drawing 
with a Micron [a technical pen with archival ink] and 
a Wite-Out pen. That forced me to focus harder on 
finding the right line on my first try, and it allowed me 
to draw fast enough to keep the job, but it was pretty 
close. I definitely can’t draw as fast as most of the 
people who work in the animation industry. During 
Season two things settled down, and I was used to the 
Pace, so I returned to drawing with pencil before ink- 
ing with the pen. That allowed me to have a lot of fun 
with it, and I think that's reflected in the show. 


An ideal of “fantasy realism" was strived for in every 
detail, including the size and layout of Finn and Jake's 
ttee house, but in practice, it was just that: an ideal. 


Pen Ward: Pat and I were really serious about limit- 
Ing the tree house and how big it was. We didn’t want 
to cheat it. I was always bummed when The Simpsons 
Would conveniently have an extra room or different 
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stuff in the basement out of nowhere. We wanted 
Finn and Jake to feel cramped in the tree house. Their 
kitchen was only so small. We wanted it to be real. 
And then that changed, immediately, once we started 
making the show. Right away, we realized it’s hard 

to stage stuff in there; we had to cheat it. You have 

to. You're coming up with stuff so fast that you can’t 
control it; you can't redo it five times—you can redo it 
maybe once, but probably not. 


Some examples of staging needs requiring the floor 
plan to be expanded are when the Jiggler explodes 
into purple bodily fluid and stringy ribbons all over 
the kitchen, when Crystal Warriors open a portal to 
kidnap Finn, or when the Ice King moves in and bunks 
down behind a shower curtain—sometimes there just 
needs to be more floor space. 

The characters and the world of Ooo are intriguing 
and thoughtfully crafted. But what do they do every 
day? Where do they go? What do they eat? Whom 
do they love? Whom do they fight? The creators of 
Adventure Time built themselves a storytelling play- 
ground ready for action. 


This page: In “The Jiggler’ "Crystals 


Have Power; and “Play Date” among 
other episodes, the originally planned 
cramped and cozy tree house interior 
was stretched as needed to allow the 
staging of specific scenes. 
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Eve it has more impact city streets of Ooo. | am truly blessed to have N accidental destruction of civilization. 
able age 


Catherine E. Senmonds. 


experienced such horror at an impression 
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he Enchiridion is the hero’s handbook, meant 

only for heroes whose hearts are righteous. 

“Do you think I've got the goods, Bubblegum, 
because I am into this stuff!” Finn asks Princess 
Bubblegum immediately before jumping and plum- 
meting out of her tower window with abandon, know- 
ing that his pal Jake will save him at the last moment 
with his stretchy powers. Finn's mission: to go seek the 
book at the top of Mount Cragdor, where it is guarded 
by Mannish Man the Minotaur. “The Enchiridion!” is 
also the title of this season one episode that was de- 
veloped as the “kitchen sink” prototype used to green- 
light the show in the first place. It has all the elements 
of the pilot short, with additional layers that the crew 
was planning for the series, 

In “The Enchiridion! Finn's heroic, righteous will 
is tested again and again. Most unsettling for Finn is 
when his crystal-clear moral code is tried by situa- 
tions that are morally ambiguous. After Finn rescues 
Some winged gnomes crying for help from a fire pit, 
they pay Finn back by zapping old ladies until Jake 
Sticks them back into the fire. Finn’s black-and-white 
view of the world is confused. "I'm not righteous... I'm 
Wrongteous!” he laments. Even though the old ladies 
Who got zapped were (apparently) fake, navigating 
Moral gray areas is a recurring theme in the show. 
Again and again, Finn wrestles with his reasoning and 
reasons for action. 

Attacking nasty stuff with a demon-blood broad- 
Sword is a straightforward proposition for a hero like 
Finn. But not when the nasty stuff is in his head . . . or 
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guts. Finn has to deal with his fears, confusing teenage 
feelings, and buried psychic traumas almost as much 
as he has to battle actual monsters. In “The Vault,” 
Finn plays a regression simulator game on BMO, the 
sentient game console, as part of Jake's attempt to get 
him to understand his strange dreams. Finn witnesses 
one of his previous lives as Shoko, the one-armed 
female thief who ultimately falls into the mutagenic 
sludge river that runs under the Candy Kingdom and 
dies as a grotesque slug-person on the very spot that 
Finn and Jake's tree house would grow. As Finn says, 
“Oh, yeah, the Vault, That's where the stuff I can't 
handle goes. Kerplunk!” 

Beyond Finn's "Vault; the stories told in Adventure 
Time charge fearlessly in all sorts of mature, mind- 
expanding directions—toward death, for one. After 
Jake's “croak dream” in “The New Frontier,’ Jake grows 
to accept his nearing death cheerfully as signs from 
his prophetic vision keep appearing and Finn gets 
more distressed about losing his best friend. “Finn, 
when I die, my individual Earth consciousness is 
gonna go all over everywhere while Glob tallies my 
deeds... I'm gonna be all around you! In your nose 
...and in your dreams and socks! I'll be part of you in 
your Earth mind! It’s gonna be great!" "Dude! Stop... 
saying . . . all this crazy . . . nonsense, It's making me 
messed up. I'm thirteen. You're messin’ me up.’ 

The writers and artists try to write honest medita- 
tions about spiritual, magical, and mystical themes into 
episodes while keeping it funny and light enough to 
balance the heaviness. 


Ar] 


Opposite: Finn's past life as Shoko, 
the one-armed female thief, comes to «c 
abrupt end in the mutagenic sludge u 
the Candy Kingdom's construction site in 


“The Vault” 


Above left: The Enchiridion, the hero's 
handbook, which contains both tips on how 
to smooch princesses and the power to 
tear open a dimensional wormhole to the 
Time Room. 


Above right: A design model of the 
mutated Shoko. 


Background designer Derek Hunter 
on the Candy Kingdom construction 
as seen in "The Vault": | figured the 

bulk of the Candy Kingdom itself is made 
from blocks of cake covered in brightly 
colored fondant, so being able to draw 

its construction was fun. As for the 
construction site itself, | figured a lot of the 
sugar and flour and candy bits were mined 
from the surrounding area itself and instead 
of concrete bags being strewn about 

all over, obviously the candy kingdom's 
Citizens would use bags of sugar to create 
the frosting bonding agent, right? Of 
course they would. 


Jesse Moynihan: It's fun to drop cosmic bombs on 
kids and to make it feel as real and legit as possible. 
I'm pretty sure kids like to get their minds blown. 
They want to engage forces that are infinitely bigger 
than themselves. At least that’s how I felt as a kid, and 
how I still feel. You can address the heaviest questions 
and use them in the context of adventuring and humor. 
The weight of those questions serves to deepen the en- 
joyment of adventure. If you nail the right proportions 
of fear, mystery, action, and humor, then you've got a 
gem of entertainment, | think. It also helps to have an 
opinion on all this stuff while you're writing it. 

I can always detect a phony when they write 
generic stuff like “Use your heart” What does that 
mean? Use your heart. It doesn't mean anything by 
itself. Using your heart has to apply to the characters 
specific personal experience, or to a specific idea about 
where “the heart” comes from in relation to the birth of 
the universe. Then “Use your heart” means something. 


Thomas Herpich: Part of how 1 keep myself chal- 
lenged and excited after all these years is to try to 


orchestrate a really heavy, serious premise to work 
from, and then (hopefully) make it funny. It’s harder 
than working from a light, silly premise, but easy can 
be boring. Plus, when you really nail it, and somehow 
make a heavy thing simultaneously light and funny, 
those are always the best episodes. 


Jack Pendarvis: There’s a reason kids have always 
wanted to hear about the witch who's going to trap 
kids in the gingerbread house and eat them, and about 
the poor woodcutter who abandons his kids in the 
forest, and that thing in the bed that looks sort of like 
your grandmother, but what big teeth it has . . . In his 
famous book on the subject, [psychologist] Bruno 
Bettelheim suggests that fairy tales, which contain lots 
of monsters and loss and death and abandonment, se- 
cretly teach kids how to deal with the stuff that scares 
them anyway. I mean, the stories don't create the feat 
the stories address the fear. I don't know if that's true 
or not. Ask Bruno Bettelheim! I think he’s dead, but 
ask him anyway. 
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Opposite: Images from Jake's “croak 
dream” as seen in “The New Frontier" 
and a special-pose design model of 


Jake Suffocating in deep space during 
that dream, 
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"THE VISION or JAKE” 
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This page: Heavy themes were built 
into the show from the very beginn ^c 
These two pages of story notes fr 
Adam Muto were created in late 2... 
or 2009 during early production on 
season one. Some of the ideas here 
were adapted into the episode "The 
New Frontier" in season three. 


Ñ 


Ni 


This page: Lemonjon and 
other lemon mutant Mode| 
designs from “All Your Fault" 
Lemon mutants designed by 
Jesse Jacobs, 


Right: Lemon mutant 


Princess Bubblegum sends Finn and Jake to investigate a message of distress from the Earl of 
| designed by Jon Vermilyea. 


N 
Lemongrab. He claims to be out of food (candy), but Bubblegum says this is impossible, | | 
since she left him with a lifetime supply. | | ] | 
Below right: Lemon mutant 


designed by Jesse Jacobs. 


The outline is the initial form of the story that eventu- 
ally becomes an episode. Head writer Kent Osborne, 
Pen, and additional writers create these three-act 
story synopses, with each act described in a single 
paragraph. Each outline has a narrative arc and basic 
structure: In the first act, a problem is presented 

to Finn and Jake that is significant and must be ad- 
dressed. The second act is where they figure out 
how to solve the problem, but an escalating twist 
confounds them until the resolution is achieved by 
further efforts in the third act. 


Jack Pendarvis: One of the first outlines I wrote up, 
Lincluded a good bit of dialogue. I think it was Pen 
who made an offhand comment in the next meeting, 
“I really liked that dialogue" So I thought, "Aha!" 

And I crammed my next outline full of the talkiest, 
meatiest dialogue I could imagine. So in the meet- 
ing after that, Pen said to me, “Uh, we don't usually 
include dialogue" I was learning as I went along. 
Some storyboard artists like a dialogue prompt, just 
a nudge or two, more than others. Or occasionally in 
a meeting somebody says something that Pen really 
likes, so he'll request, “Put that in quotation marks” 
The outlines are just a Starting place, anyway. They're 
skeletons—well crafted, nicely formed skeletons. The 
structure is solid and sound. I usually say it’s like writ- 
ing sonnets. They have to be that strict and capable of 


y 


hof 


variety within the form. We try to give the Storyboard 
and writing teams the best possible foundation so 
they can build something surprising and wild on top 
of it. Once I turn in the final revised outline, I don't 
see the episode until it comes on the air, roughly nine 
months later. So that's pretty exciting. I see it with 
everyone else, and I’m always amazed and delighted 


by how it's grown. 


Being a "board-driven" show, the specific moment-to- 
moment actions and dialogue of Adventure Time epi- 
sodes are written and drawn during the storyboarding 
process by the storyboard artists (in contrast with 
most animated television shows, which are written 
entirely in script form before being handed to board 
artists to illustrate). Typically, an episode outline is 
assigned to a team of two storyboard artists, ideally 
based on the teams style, strengths, and interests. 

Because the board artists almost always work in 
pairs, compromise and collaboration are essential. 
Only on rare occasions have artists boarded episodes 
solo. The process starts with deciding how the outline 
is to be divided. 


Jesse Moynihan: In my experience, you try to be gen- 
erous but also slyly imply which sections you are most 
excited to work on. Hopefully everyone wins and 
gets to board a section that plays to their strengths. 


(Continued on page 245) 
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Basic Story Structure: 
ACT I — Setup (1/4 of episode) 
The first act should answer two questions: 


1) Who is the episode about. Finn or Jake (or someone else?) 
2) What happens to their life that has to be resolved. 


At the end of the act ] comes the first major plot point: 


PLOT POINT 1 

A plot point is a major turn, that creates the direction for the rest of the episode. 
Now the main character knows their purpose. They have a clear goal of what they 
have to do, and something at stake if they don’t attain their goal. Something that 
feels like its life or death for the main character, Even if is about something really 
stupid. We have to wholeheartedly believe that this is life or death to them. You 
have the first act to set this up, so that when you hit the first plot point, you don’t 
have to do a lot of explaining. - 


ACT II — Confrontation (1/2 of episode) 


At the end of act 1 the main character knows what they have to do. In Act II, we 
watch them doing it. Same goal throughout that they are struggling towards as 
they meet obstacles along their way. 


PLOT POINT II 

At the end of act two comes the second plot point. Now the character has been 
moving toward (and /or away from) their goal for the last 7-8 minutes and its 
usually by now that their goal is in sight. They know what they have to do. It 
usually comes right after a bunch of. bad happens in the second act, and we 
think that all is lost. Then something sparks a new idea, the main character finally 
knows what they have to do, and their efforts have to be re-doubled. 


ACT III — Resolution 1/4 of episode) - 

If you Set up your acts one and two correctly. you should be able to have a lot of 
fun with act three. You get to pay everything off in a fun way and leave the 
audience feeling good about what happened. Not necessarily in the same way they 
thought it would happen ... Yay! THE END 
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creating candy life. Unable to resist the urge to procreate, he's created a horde of freakish 


They travel to Lemongrab castle where they learn that the Earl has learned the secre: ! 
MI 
| 


miniature versions of himself. One has two heads and wings, one has a snake body, etc 
They're like wild animals; running around shrieking. Then the earl brings them to a room 
containing his greatest creation, Lemonjon. He opens the door and reveals a wall with a giant 
Jemongrab face onjt: "Yo whaddup". They converse a little. He's smarter than the other 
freaks, but still super weird. With the mystery solved, Finn and Jake get ready to leave, but 
Lemongrab tells them to wait up, that he's going to the Candy Kingdom too. He's bringing 
his army there to pillage lof than. When F+J freak out, Lemongrab is genuinely 
surprised, It seemed like a nal move to him. Threatened with the dungeon, he 
immediately gives up. But the Jemon freaks can't be reasoned with, they're hungry and need 
candy, F+J easily ball them all up and throw them out the window. 


But they forgot about the Lemonjon. Lemongrab reveals that Laa actually the size of 
the entire castle, and his internal organs are in various rooms within the castle. F+J run 
through the various rooms looking for the heart to smash it. They find lots of weird giant 
organs. J: "| found the barfal EEE, is going on, LJ stands up and starts 
walking toward the candy kingdom, Wearingithe peu clothes "I EXPECT TO EAT 
ALL OF THE CANDY" he says. When they get to the;heäff they see, oddly, that it's not 
beating. F: "That's weird",J: "Just smash it". F kicks the heart, but in doing so restarts it 
beating. This awakens LJ's conscience, and he converts himself into a million little lemon 
candies for the lemon freaks to eat. F+J take Lemongrab back to live in the candy kingdom. 


Left: The "Basic Story Structure" guide for the 
Adventure Time crew details the three-act outline 
form on which episodes are generally based. 


Above: Early story outline for "All Your Fault" by 
Thomas Herpich. 


Y E ND j); j 
3 y 


ADVENTURE TIME 
5o. 


Pal p 


Au 
OX 
= la 
3 (ES = 
E n 
3 ry ý > i 
- e 
2 - E 
E 
» .. ` 
un [I i 
Sm 
= 
E I MMC 9 [ What the thing Is up with this guy? 
FR)/ Wow. E —— 
E e DER a) ©) AUG 2 3 20g. 
A Em A 
- a is | 
i 
1016/115 1014/115 
Ye 
du 
ot Wes 
a 3 
> 1 
1 c 
< ~ 
- o 
o ba] 
- - 
e 
- 
= wa > 
== 
& E 
- 1m 
zi 
o 
= 


1014/115 
331/0105 


1014-115 


1014/115 


1014/115 


1014/115 


Above: Pan 
background 
from the episode 
Thomas Herpich 
solo storyboarded, 
"Thank You" 


(Continued from page 236) 
Jesse Moynihan (continued): I know I would try to 
pass off sections to Ako [Castuera] if the scene had a 
lot of natural movement (water, landslides, collapsing 
rocks, etc.) because she has a better grasp of moving 
huge chunks of elements in a way that's cool to look 
at. In ^Billy's Bucket List I was really glad she got the 
section where Finn swims out into the ocean. That 
sequence is something I would never be able to visual- 
ize so artfully. 

I've only done one solo board, and it felt like com- 
ing home. You have complete architectural control. 
You don't have to run anything by anyone. If you get 
an idea, you just go with it, and there is a complete- 
ness of thought that's hard to get with a collaborative 
board. I don't know how healthy it is to do too many 
solo boards, but it appeals to the most possessive 
traits of an artist, for sure. 


Left: After the 
Snow Golem 
befriends and 
cares for a lost 
Fire Wolf pup, he 
attempts to reunite 
him with the pack. 


Thomas Herpich: I've also done one solo board, and I 
agree with Jesse—it felt great, and part of me is always 
longing for that kind of control, but it also made me a 
basket case while I was working on it. Compromise is 
Bood for the soul. 


Cole Sanchez: I feel like if you're reading the outline 
and you get a strong feeling about how a scene should 


244 245 


Adventure Time: The Art of Ooo Dungeon Crawling 


go, then you should do it, and you should be okay 
with letting your partner take something that they 

feel strongly about. Once we talk to each other about 
which scenes we like, we divide the board up by hav- 
ing one person take the first and third acts and the 
other the second, So, if the majority of what you like is 
in the second act, then that is what you'll work on. It's 
an even split of labor, and it allows you to focus on a 
section of the board without breaking it up too much. 


The board artists produce thumbnail storyboards, 
which are the first complete drafts of an episode. 
These are roughly drawn, four panels to a sheet, 
and generally on small Post-it notes that are easy to 
swap out with redrawn panels when needed. When 
complete, they pitch the board to the creative and 
supervising directors and other crew members by 
reading the dialogue and camera directions aloud 
while directing attention to each panel sequentially. 

The storyboard artists receive notes and revisions, 
and then they typically rework and pitch the boards 
again before gaining approval to proceed to the 
“cleanup” stage. The cleaned-up boards are simply 
larger, clearer versions of the approved thumbnail 
boards. The Adventure Time crew has used a combi- 
nation of traditional and digital tools for this process. 


5 
t Below: Unofficial 

| Promotional art by Thomas 
j Herpich for “The Lich” 


and screen shot of 
| Huntress Wizard by 
j designer Michelle Xin. 


Opposite: An unofficial 
promotional piece by 
Jesse Moynihan. 


Right: A design model 


Thomas Herpich: Most of the boarders, throughout 
the life of the show, have worked only on paper. I 
think for seasons two, three, and four, there wasn't 
anybody working digitally at all. Now there are a few, 
but they're still the minority. 

My own aversion to working digital is huge. It's just 
too hard to change now. I can see that it’s possible, 
because [storyboard artist] Steve [Wolfhard]'s digital 
drawings are perfect, but for me, everything just 
comes out crummy looking. 

For the paper-only folks like myself, you draw 
the first draft on letter-size paper, four panels per 
sheet. Then, for the final draft, you blow it up on the 
photocopier—approximately 166 percent—in a way 
that leaves you with two legal-size sheets with two 
panels on each. Then you redraw a lot of it on a light 
box, tracing the good stuff and refiguring the bad, and 
that’s the final board. 


Pat McHale noticed that the medium chosen 
significantly affected the work produced. Because of 
the ease in copying poses, pasting them, and redraw- 
ing small parts of them to create new poses, drawing 
digital boards allowed artists to focus too much at- 
tention on the wrong things while forsaking the more 
important details. 


Pat McHale: In the early days of the show, we hada 
bunch of people working digitally, while Pen, Adam 
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and I always worked on paper. The digital boards 
were really tough to give notes on—wed print them 
out—because there were too many poses in the rough 
boards, and it felt like working digitally was forcing 
the board artists to focus on the wrong things; focus- 
ing on “drawing” and “writing” rather than “storytell- 
ing» Eventually, we pretty much said, "No one can 
work digitally anymore.” It sounds like people may 
have started doing some digital boarding again, but... 
well... to me, working on paper for the rough board 
is pretty necessary. . . . I can't imagine working digi- 
tally for that, But doing digital cleanup makes sense, 
so long as the pacing of the story is figured out and 
you feel comfortable drawing digitally. Paper cleanup 
still always looks better to me, though. 


Seo Kim: When I worked [freelance] from Toronto, 
Idid my boards ona Cintiq, only because without 
anyone around me as an example, it seemed like a 
Way more time-saving and less daunting option than 
Paper—even though I personally prefer to work with 
Paper and pencil. I think it worked okay, but I never 
really got the hang of it. Once I moved down to the 
Studio, I was really happy to be able to transition 
to paper, as I could pick up techniques from all the 
People around me who were using paper. Also it's 
more practical here to use paper than it was at home, 
“cause we don't have to worry about scanning the 
Pages ourselves (plus, there's a copy machine). Now, 
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THE SILENT KING 


This page: Unofficial Promotional images for “One 


Last Job” 


and “The Silent King” by Jesse Moynihan. 
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like most people, I do both thumbnails and cleanup 
with paper and pencils and pens. I'm pretty mystified 
by Steve [Wolfhard]’s Cintiq ability, though. I think he 
really knows how to use it to his advantage, whereas 
most everyone else kind of draws a bit stiffer or worse 
or slower with the computer. His drawings just look 
really beautiful and finished without any compromise 
... I'ma big Steve fan! 


Kent Osborne: Working on paper is better for me 
because you can go work in a coffee shop or at the 
bowling alley and not be distracted by the Internet. 
Also, Im a big dummy who can barely use Photoshop. 


To push the story lines into unexpected territory, 
the storyboard artists are well aware that they need to 
find a way to always add their personalities and individ- 
ual experience to the mix in an open and creative way. 


Jesse Moynihan: When you get an outline, or help 
Write an outline, the character arcs and throughlines 
ate pretty broad, unless we hash out extra details in 
the handout meeting [the meeting in which story- 
board artists receive their new episode outlines]. I 
think it’s an intentional way of giving breathing room 
© the boarder to find a “way in” to the characters. By 
Way in,’ I mean identifying something in the outline 
that relates to your own life experience and drawing 
it out, The hope is that your life experience isn't just 
Yours and resonates with everyone watching. The 
effect is you get something that feels simultaneously 
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specific and relatable. So whoever's watching feels like 
the character is speaking to them very intimately. It’s 
interesting to me that the more specific you get with 
your writing, the easier it is to connect. That’s how 
I've always felt about TV and movies. The broader 
the drama or humor, the harder it is for me to stay 
engaged. Then, if a character does or says something 
idiosyncratic, I usually perk up and start to feel im- 
mersed in their world. 

Sometimes I'll do a pass on a board just to get 
the pacing right. I'll sit on it and realize that it's only 
telling a story and not giving any insight or reflecting 
much on a life lived. So then you have to take one 
step further into your dank well and force something. 
These are things you can use for any character. I think 
we have the capacity to be every kind of person: good, 
terrible, deep, shallow, naive, jaded, etc... . So when 
you're writing for Marceline, you think about what 
embarrassing part of you is like Marceline, and why 
you keep that part of you hidden. At least that's what I 
do when 1 write for her. 


Rebecca Sugar: The show has evolved a lot, and I 
think that has to do with how open Pen was to other 
people's ideas as long as they were coming from a 
real place. . . . You couldn't mimic anybody's way to 
make the show. That's the ultimate way to get stuff 
shot down... to do something the way a cartoon 
would conventionally do it, or to try and write like 
someone else on the show. If stuff rang hollow, 


everybody felt it. 
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Left: Development of 
Abracadaniel by Jesse Moynihan 
and Ako Castuera. 


Below: Ron James, wizard, by 
Jesse Moynihan. 


Above: Cited by Pen in one of the gading 
documents created for the season one 
crew, a specific scene from the 1979 firm 
Meatballs, in which Bill Murray's character 
comforts a younger Camper in a funny, canna 
way, is the model for Jake's relationship with 
Finn. Here, Jake comforts Finn and rebuiicts 
his confidence after Finn is distressed about 
seeing so many old ladies get zapped m the 
episode “The Enchindion!” 


Opposite: Unofficial promotional art for 
"Wizard Battle” by Jesse Moynihan. and shots 
of Abracadaniel struggling with his magic. 


Cole Sanchez: Writing Finn has changed as the sea- 
sons have moved on. In the beginning, he felt more 
emotional and reactionary, and now he's mellowed 
out a bit more. He's still reactionary, but it seems like 
he has more moments of self-reflection. The main 
thing I do to keep his character feeling right is just 
being able to relate to Finn's actions. Meaning, I feel 
for the parts of his character that are my personality 
and plug those elements into his behavior. I can relate 
to being young and only wanting to do good things 
for people and having a strict moral code and being 
adventurous. It’s pretty fun to think in that mind-set. 
Writing Jake is the same process. To me, he’s a 
goofy dude. His experience and maturity make him 
more of the caretaker, even though Finn and Jake have 


a roommate/brother relationship. In the early seasons, 


Pen cited a scene in Meatballs where Bill Murray, who 
plays a camp counselor, comforts a kid who's getting 
picked on. Bill Murray was so caring and sweet and 
funny—his performance felt really good. That scene 
is still at the heart of Jake for me. When I write Jake, I 
try to re-create that feeling. 

l identify with Ice King too much. When I write 
him, sometimes [m just writing the stuff did the day 
before. I won't say what, because that is embarrassing. 
Something about living alone causes you to really 
match up with the Ice King’s mental state. Ah, geez, 
do I want to be telling people that? So embarrassing. 


Ako Castuera; Unlike Cole, I’m almost never alone 
in my house, but part of me is a needy weirdo with 

delusions of grandeur, so the Ice King is a strangely 
comfortable character to inhabit. 

Finn used to have a more limited range under my 
authorship; I used to try to thwart him. I felt that his 
zeal for heroism, though innocent, was a quality that 
needed to be constantly challenged. He was a simple 
and semi-illiterate child when I first “met” him. The 
fact that he constantly makes mistakes and learns 
from them makes me love Finn, and that allows me to 
give him wider emotional play. 

On the other hand, I've always felt at home with 
Jake's character. He can be devious, lazy, selfish, or 
scheming, but at his core he has a steadfast loyalty 
to Finn and a generally good-natured outlook on 
life. Jake’s not going to change a lot, but he’s so flex- 
ible in personality—and body—that he's always got 
story potential. 

It took me a while to “feel” Marceline. Writing 
for her as a child in “Memory of a Memory” gave 
me my key into her personality. We commonly refer 
to Marceline as being in a state of arrested develop- 
ment. Her superficial “emo” qualities and teenage 
affectations hide a truly vulnerable character, and her 
Negativity always makes me want to push her further 
toward what she honestly loves. 


(Continued on page 255) 
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In “Lady and Peebles; the Ice King's heart, Ricardio the 
Heart Guy, has escaped Ice King's body once again in 
an attempt to capture Princess Bubblegum's affection, 
In an extra-special bid to impress her, Ricardio has 
built himself a “man” body out of sinewy flesh that he is 
especially pleased with and eager to use. 


This page: Close-up view of a 
thumbnail storyboard panel of Ricardio 
the Heart Guy by Rebecca Sugar from 
the episode “Lady & Peebles.’ 


Left: Final Ricardio character model by 
Andy Ristaino, 


«ai 


“=i 


Above: Final Ricardio “man” model 


and special face close-up designs by 
Andy Ristaino, 
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Right: Special-pose designs of 
Ricardio's face being stepped on, by 
Robertryan Cory. 


Left: The original 
sketch of the Ricardio 
“man” body, by Pen. 


i d F = 


Opposite: Princess Bubblegum and 
a pregnant Lady Rainicorn grapple 
with Ricardio the Heart Guy's fleshy 
dungeon and the muscular organ 
himself in these framegrabs from "Lady = — 
€ Peebles” 


Right: A page of thumbnail 
storyboards by Rebecca Sugar from 
the episode “Lady & Peebles” 


(Continued from page 250) 
Ako Castuera (continued): I think reading a lot as 


akid gave me access to a variety of characters and W 


complexities within their personalities. Also I was 
constantly drawing. I like to watch people when they 
draw—you can sometimes see emotions flicker on 
their faces as they feel their characters. Anyway, in 
translating “acting” to drawing, it’s more important to 
me to “feel” than “express.” 1 tried to keep my acting 
minimal for the most part, but I also wanted to make 
the boards visually carry the emotions and the plot, so 
that they would read even if the sound was muted. At 
the same time, keeping the voice acting in mind can 
really shape how we write for characters. Sometimes, 
when you get an unexpected read [recorded per- 
formance from the voice actor], it can really throw 
the writing into a different direction than what was 
intended. That can work for or against a character, so 
its a good thing to keep in mind. Often we're writing 
for characters that haven't been cast yet, so it can be 

a disappointing or marvelous surprise to see and hear 
what comes back from the voice actor. 

The time I wrote for Lemongrab gave me fear of 
Boing offtrack. His extreme personality was already 
fully formed. It was super weird and forceful, but it 
could easily be flattened into a cartoonish mouthpiece 
for Catchphrasey imitation, and that would be... 
"acceptable. | was just really glad that Jesse handled 
Most of Lemongrab on “Mystery Dungeon. 
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Sometimes, in the quest to dig deep into such per- 
sonal wells, storyboard artists can scrape a nerve. 


Jesse Moynihan: When I was working on “Sons of 
Mars,’ I gave Magic Man a hint of backstory. Years 
ago something had gone wrong while Magic Man was 
climbing a mountain with someone named Margles. 
This event caused him to go insane and do bad things 
to the people of Mars. “Margles” was a pet name 1 had 
for my ex-girlfriend. I was right at the end of a longtime 
struggle with our breakup, and 1 used Magic Man's 
story as a way of exorcising my final feelings about it. 
I also used it as a way of getting into Magic Man—be- 
cause his character is so opaque, it was hard for me to 
find a way to write for him otherwise. Magic Man had 
gone insane because I had gone insane. That's how I felt 
about it. I thought it would be brave to transmit such 
a personal statement into a cartoon, so I gave it a shot. 
Ultimately I think I took it too far. I wish I had scaled 
it back just slightly to obscure the idea and keep Magic 
Man at a bit of a distance. It's hard to know how far to 
go with explaining a character, or imbuing them with 
pathos or a personal agenda. In this situation I feel like 
Iwas Partially successful. I'm overall really proud of. 
that episode, but also there's a tinge of regret regarding 
a certain aspect of my contribution. 


Thomas Herpich: In the "Lemonhope" episode, 
there's a part where he comes across a burning village 
and his only response is to marvel at how warm it 
feels, which is based pretty faithfully on a time in my 
life when I learned something disappointing about 
myself. My friend and I were driving home from a 
movie one night and stopped in front of this house 
that was really on fire, with no fire trucks there yet 
or anything. My buddy ran up on the porch to help 
restrain this lady who was flipping out, trying to get 
back inside to find her dog, while I just stood on the 
sidewalk by the car amazed at how hot I felt even 
standing a hundred feet from the house. 


Rebecca Sugar: It really felt like we were all trying to 
out-honesty each other at some point. At least I felt 
really challenged to do that. If you weren't explaining 
your personal philosophy, or admitting some genuine 
fear that haunts your life, then it wouldn't be interest- 
ing, and it definitely wouldn't be funny. Everyone 
around me was making the best fine art packaged in 
my total favorite form of commercial entertainment, 
and I was just dying—it was the best idea ever to do 
something like that, and I was trying to keep up and 
really write modern poetry and draw really good; 
really funny cartoons. 
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opposite: Scenes from 
“Sons of Mars? 


Right: The love-powered 
interplanetary transporter; 
Finn squeezing Magic Man 
disgulsed as Jake; Abe 
Lincoln, King of Mars. 


Background designer Santino Lascano: With "Sons of Mars? [art 
director] Nick [Jennings] pretty much told me to have fun and give 
him something fantastic. That left me with a ton of freedom. What's 
the first thing a person thinks about when the word "Mars" is said? 
Red. And what's red? Blood. That was my thought process when 

| designed the plant life. | designed them based off of blood 
cells and veins. As for the architecture of the Martian city, | 
first thought of audio speakers and the way the wires would 
connect to a component system. That's what turned into the 
arena and the four triangular structures that surrounded it. 
The rest of the city design fell into place after that. 
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This spread: Four wnters' game results created during one of the crew's off-site meetin 
Puhoy; “Jake the Brick” “Rattlebalis? and “One Last Job” Just as often, the anything-go 
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Left: The Door Lord concept 
drawings by Pen for the 
episode “What Was Missing.’ 


Opposite: Scenes from the 
episode “What Was Missing,’ 
which include two songs 
written by storyboard artist 
Rebecca Sugar. 


Rebecca Sugar: “What Was Missing” was a case 
where there were these “song goes here” spots in the 
outline, which were really difficult to write, especially 
because the first song was supposed to be bad, and the 
second song was supposed to be the most amazing 
song ever. I wasn't sure how to get my head around 
writing something “bad” or “good,’ so I tried to think 
about it more as “dishonest” vs. "honest;' and then 
I tried to find something real I could latch on to. 
Marceline' song was based on a really frustrating 
falling-out I had before moving to California. . . . This 
person seemed really fed up with me, and I prob- 
ably deserved it. . . , I wanted to make things right 
between us, and I kept trying and messing up. I ended 
up furious at this person, but at the same time 1 
desperately wanted to be friends. The more furious I 
was, the more I wanted to be friends. It was a bizarre, 
awful feeling. So I had Marceline almost say that in 
her song, and then catch herself and take it back. I 
actually wrote that one second even though it comes 
first in the episode. . . . The second song, Finn's song, 
was easier and was based on how I felt about the 
Adventure Time crew. | felt young and inexperienced 
and was surrounded by these amazing artists whom 1 
idolized and couldn't wait to see every day... . I wanted 
to write about how much I just loved being around 
everyone even if it was just the forced interaction of 
being at work. I had a really, really hard time working 
on this episode and a lot of it was drawn really rough 
because I took so much time to write the music. But 
Ilearned a lot about what I needed to do to dig my 
heels into writing songs because nothing was coming 
out until I made it personal like that. 

(Continued on page 279) 
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This spread: 
Framegrabs and lyrics 1 
from "I Remember You; 
the music-heavy episode 
storyboarded by Rebecca 
Sugar and Cole 
Sanchez. 


|| man reruns from expedition with a 
finally exciting discovery: 


| Woe 
‘ol gems was ulm 


HH 


(Continued from page 264) 
Pat McHale: When we gave outlines to Rebecca, for 
example, we knew she liked to write music—and was 
great at it—so wed try to include a place for that to 
happen. If there wasn't a place, she'd usually add some- 
thing in anyway . . . just a song while the characters 
were traveling, or waiting, or whatever. Sometimes 
songs are added to make exposition more interesting, 
or just to make a potentially boring scene into some- 
thing fun. Other times, particularly with Rebecca's and 
Jesse's songs, the songs have been used to give deeper 
insight into the characters' emotional depths. 


Jesse Moynihan: I think musical moments should 
take the viewer by surprise almost. Like a thing that 
you didn't know was in you finding a voice. 


A surprisingly emotional sequence in "I Remember 
You” is anchored around an Ice King-Marceline duet 
Written by Sugar; the episode was boarded by Cole 
Sanchez and Sugar. Seeking to use Marceline's musical 
skills to write some hot new songs in order to impress 
Princesses, Ice King dredges up old journals from his 
“the Past room” to use as lyrics and barges uninvited 
into Marceline's cave house. Ice King is confused, 
doddering, physically inappropriate, and of course 

35 no memory of his past—a typical state for him in 
his lonely ice cave. However, placed in the comfort- 
able living room of Marceline’s home, shooting ice 

olts into the ceiling, sobbing in a heap on the floor, 
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Screaming for princesses, Ice King suddenly seems 
like Marceline’s dementia-addled relative. As we find 
out, he is, in a way. Before his complete transforma- 
tion into the Ice King, he was antiquarian Simon 
Petrikov, who found young Marceline alone and cry- 


ing in the rubble after the war's devastation, and cared 


for her. 


Rebecca Sugar: “I Remember You” was a totally 
different experience, because we all started out say- 
ing, “We want to do an Ice King/Marceline musical 
episode!” so the story came together with that in 
mind, and we were ready for it when we got it. We 
knew what we wanted to explain and which pieces of 
it would be through songs. Pen really pushed for the 
gravity of their history together, which 1 thought was 
amazing. I was really shocked that Ice King would try 
to kiss Marceline. That felt really extreme to me, but 
Pen really wanted to do it—he never pulled punches 
with that stuff, which was super inspiring. Boarding 
that one was wonderful, because Cole really identifies 
with Ice King, and I really identify with Marceline, so 
we worked on lyrics together, and it all poured out 
really naturally. The final song is like a collage of huge 
fears of mine . . . accidentally hurting someone, losing 
someone, losing yourself, trying to plan for a future 
over which you have no control, worrying like crazy 
that something might happen to the people you care 
about... Everybody worries about that stuff, right? 
(Continued on page 276) 
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Tim Kiefer and Casey Basichis compose ee 
frenzied music for Adventure Time. Tim, on 

es to composing: Oh man, 
license with this show IS 

of rubbing on 


creative approach he tak 
having carte blanche creative 
supremely inspiring. I've made beats out ne 
cardboard [Never-Ending Pie-Throwing Robot-rela n 
pieces], played guitar with a fur coat ['Hug Wolf], ta 
Princess Bubblegum's on-again, off-again thematic 

steel drum-and all but made it molten to follow 


nstrument 
are and that's only the tip of the 


Goliad’s mental meltdown 


iceberg. Without a doubt, the instrument in my studio that 


gets the most play is... the good ol' vocal cords. MAUS 
often taking the form of gentle background texture, they've 
been frenzied kazoo melodies ['Dungeon"], layered 2 form 
an entire orchestral arrangement [the processional in ‘Apple 
Wedding”), and otherwise pitched and squished a bazillion 
different ways—listen closely in episodes like “The New 


Frontier" or *Beyond This Earthly Realm"! 


Tim, on how many musical cues are required to be 
composed for an average episode: Two dozen or so. 
We've probably cleared 3,600 total by now! 


Tim, on the specific considerations he must take to 
compose music for the show: The pacing of an eleven- 
minute cartoon episode is quite fast . . . breakneck, even, 
Moods can change in seconds, and the music is essential in 
helping convey those changes, so it needs to move just as 
quickly. For me, going from writing songs and scoring films 

to Adventure Time was kinda jolting, as | was used to more 
subtle mood shifts and gradual musical developments, | 
remember working on my first Adventure Time action plece-a 
collaboration with Casey for the meteor scene in “Wizard"— 
the two-and-a-half-minute cue had to seamlessly go through a 
dozen different intense moods. | was stumped. We went at it 
for days, making sure this section was sufficiently “lullaby epic 
soft" and that section felt “grizzly rock Sailor Moon mystical" 


enough. 


Casey, on the nuances of timing the composition 
interplay with the dialogue and picture: The humor is 
often hinged on the timing of nuanced details. Everything 

is very discrete in animation, frozen in place until the exact 
frame that it leaps into motion. We need to examine how 
we want to hit or avoid those moments, but in doing so we 
create subdivisions that can skew the way the humor feels. 
The music and dialogue interact subliminally and different 
relationships can really shift the way the dialogue in a scene 
is understood. Composing for picture tends to change the 


context of your musical listening from a pure good vs. bad | s 


spectrum, to an associative process that is creative in itself-In 
what context would this music be perfect? A small moment of 
music will intuitively suggest a complex mix of associations- 
these elements that apparently exist as we sense them. | like 
to share the ones that really counterpoint the narrative flow. 
To me it's a process of sharing funny things that | discover, 
though we do then need to corral the elements to give each 
episode its own identity. 


Left: Photo of composer Tim Kiefer in his 
home studio with some of his tools of the 
trade. Photo by Alexandra Mae Munson 
(Alexa Mae Photography). 


Tim, on the division of composing labor and 
collaboration with Casey: Usually Casey and | work on 
different episodes-we are given two at a time to Complete, 
so we each take one back to our respective Studios, We have 
collaborated a few times, though, and it's a ton of fun. A few 
episodes we've shared are “Holly Jolly Secrets; “Adventure 
Time with Fionna and Cake,’ and “The Real You" Since I'm 

in San Francisco this process tends to look something like 
sending recordings and parts back and forth, infusing them 
with our zany styles each session. Opening up Casey's latest 
version of a collaborative track and Seeing the brilliant and 
crazy things he's done with my material makes me feel like a 
kid on Christmas! 


Casey, on collaboration with Tim and programming 
musical software: The L.A./S.F. pipeline is constantly 
sending us up and down the state. Tim recently high-defed his 
studio with speakers from beyond this realm. . . . He's placed 
rubber mats and buckets to capture my drool when I'm by. 
Burrowing into his walls is the plan, sneaking out to do my 
mixes, I've been math-ing out; | write a lot of software to help 
realize composing ideas | have episode by episode. | have 
programmers from all around the world helping me construct 
a mammoth music and creative mobile app. This so that | can 
go wander into the wilderness, out of the studio gloom, and 
compose Adventure Time among the moose and squirrel; that 
along with burrowing into the wall to check my mixes. 


Tim, on Working with othe 
for Adventure Time comp 
Musicians on Adventure Tim 
when it comes together it's i 
Pleasure of working with [op 


r musicians and vocalists 
ositions: Working with other 
e is a bit ofa rarity for me, but 
mmensely fun. | did have the 


era signer) Karen Vuong on a few 
creepy pieces that ended Up being used in episodes like “It 


Came from the Nightosphere" and “Hug Wolf" Oh, and the 


banjo that accompanies the pig in “Card Wars"? That's my 
stepmom. She knew what to do-that goofy twang was exactly 
what | had envisioned! 


Tim, on working with the featured songs composed 

by the musical members of the Adventure Time 

crew: Adventure Time Songs come to us in varying stages 

of rawness-sometimes the song/vocals need our further 
tweaking, and in some Cases we rework the materials entirely. 
We create an original instrumental track to go with the vocals, 
and occasionally are directed to aim for a certain feel or 

style. BMO's "Friends" song in "Video Makers" was given to 
me as little more than Niki's raw. vocal takes; my task was to 
carefully edit the best takes together, tune the vocals based 
on a very loose melody from Pen, and then finally create the 
accompaniment. Similarly, Finn's “| Was Wrong" song (in 
"Another Way") started out as a fairly bland vocal track and a 
demo track that sounded like Billie Holiday... auto- 

tuned... on acid. Other songs, like Rebecca Sugar's “Bacon 
Pancakes” (in “Burning Low"), are less intensive-the vocals are 
pre-edited, and demo/instrumental tracks are provided, leaving 
me to have fun in crafting my own instrumental track for it 
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This spread: Background artwork 
(partially obscured) from “James Baxter the 
Horse; featuring various musical gear. This 
episode's backgrounds were designed 

by Santino Lascano and Derek Hunter, 
painted by Martin Ansolebehere, Sandra 
Calleros, and Ron Russell, and color 
styled by Catherine E. Simmonds. 


Left: Photo of composer Casey Basichis. 
“The kind of spells this violin casts in my 
hands ooze Magic Man.... Wretched, 


searing squiggles-the kind no one wants. 
It's fun. It's a loaner! 
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This spread: A character sketch 
(above), a title card sketch 
(above night}, and an unofficial 
promotional drawing (opposite), 
for the season four episode 
“BMO Noire” by Thomas 
Herpich, co-storyboarded by 
Skyler Page. 


(Continued from page 273) 

Providing the voice of Marceline is Olivia Olson, 
an actor with singing talent that elevates her perfor- 
mances to emotionally impressive levels. 


Rebecca Sugar: It's really incredible hearing someone 
as talented as Olivia singing my songs. I would really 
try to push myself to hit notes I can't quite hit, and do 
little voice things I can't really do, knowing that Olivia 
would be able to make it sound good. I really try to 
act in the demos, and get the emotional ideas in there, 
since I know what the drawings will be and where the 
characters’ heads are supposed to be at. . . . It's impor- 
tant to me that character arcs are happening within 
the songs, so I try to get that idea across in the demo 
as best as I can. The actors get the demos a little in ad- 
vance, and the songs are recorded with the episodes, 
so there's not a lot of time. . . I'd sit in with the actors 
sometimes and work on the songs with them and talk 
about how the characters are feeling or how I wanted 
certain rhythms to work. 


An overarching concern throughout all of the writ- 
ing and drawing and singing is Maintaining a harmony 
with the show's “vibrations” One tenet of Pens vision 
for the show is the celebration of quiet moments in 
which the characters simply exist, breathe, and experi- 
ence each other's company and the world around them. 


Jesse Moynihan: Sometimes I get very suspicious of 
“story” and pushing plot objectives over the small, 
specific moments. I don't know if I'll ever be at peace 
with those two things, but I've definitely learned 
something about clear storytelling from working on 
the show. Sometimes you ponder the age-old question 
of “Can we make an episode where nothing happens 
and still have it be entertaining?” 

Maybe one key to the show's vibe is that the world 
exists with or without Finn and Jake. It keeps existing 
without the viewer. Things happen between episodes 
that aren't depicted. Characters already know each 
other before we've gotten to know them. If Finn and 
Jake had wandered left, they'd have a picnic, but 
instead they wandered right and Ice King is doing 
something stupid to someone. It’s sort of like an 
MMO [massively multiplayer online] game, I guess, in 
that way. 


Pen Ward: [The rules and logic of Ooo] were sort of 
inspired by Dungeons & Dragons. I treat the charac- 
ters as real, and I treat the world as real. Who they 
are and their emotions . . . I’m really excited about 
the idea that these characters exist, and they're in 
this world. They're not fantasy. The world feels fan- 
tastic, but the characters are going to feel like they 
belong there. 
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real firsthand account. Some people just constitution: 
ally aren't interested in doing this, and some people 
aren't interested in not doing it—and those are the 
folks who'll be the best fit. 


Ako Castuera: Many animator types have tunnel 
vision, and for all their skills, they lack a creative 
foundation that comes from other sources. They love 
animation for its own sake, which can create a blind- 
ness to clichés and standard, mediocre storytelling. A 
lot of people just love the way Adventure Time looks, 
so they watch and work through a lens where Story is 
just a hanger for cool drawing. The results are weak 
boards, jokes that aren't funny, fake “acting” from the 
characters. Maybe it's worth mentioning that many 
storyboarding jobs don’t require any writing on the 
artist's part; the writing is a totally separate job from 
the drawing. I think of myself as a drawing person 
who has learned to write. It's difficult enough to find 
people who can do both things, as well as possess the 
abstract qualities of personality that Tom and Jesse 
talk about, In addition, the people who meet these 
requirements also have to be willing to sacrifice nearly 
all their time to storyboarding. It’s a job that can be 
really hard on your personal life and creative life; a 
handful of artists who were approached turned it 
down out of hand because they wanted to keep their 
time and their brains for their own work. 


Pat McHale: Pen always talks about sincerity and 
heart. He likes real moments between characters. That 
doesn't mean like the lesson at the end of a Full House 
episode. It's like . . . actual, real human conversation. 
And that can be really hard to write sometimes. Plus 
you need to make it funny. Plus you need to be able to 
draw solid, funny drawings. Plus Adventure Time has 
this experimental and conceptual nature to it that is 
super hard to pin down and define. So when theres 
somebody who has all of those attributes, even if they 
live on the other side of the world, it's worth trying to 
get them on board. 
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about Finn's hat coming to life, storyboarded by 
Michael DeForge and Cole Sanchez. 


2 
a Dungeon Crawling 
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This page: Two selections from a larger set of documents 
with notes from Adam Muto on thumbnail boards for “Little 
Dude; to apply during the clean-up storyboard process. 
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This spread: 
Framegrabs from 
“Dad's Dungeon! one 
of several dungeon crawls 
Finn and Jake face. Finn 
recovers Kee Oth's 


blood sword here. 
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opposite: Television 
production schedules and 
budgets don't allow time to 
create extensive concept 
artwork the way that feature 
animated film schedules 

and budgets do, but some 
conceptual work gets 

sketched out during the story 
outline-writing stage. When 
the entire plot relies on their 
design, specifics do need to 
be figured out ahead of the 
storyboard phase, such as in 
the episode “Card Wars.’ Card 
Wars players fight to eliminate 
each other's creatures to win 
by strategically playing their 
cards and then watching the 
action unfold in hologram form 
on the board. Based on ideas 
by Pen, Pat McHale drew the 
two drawings on the right 

and the sketch on the bottom 
left, and Adam Muto refined 
the board game layout in the 
upper left drawing. 


Right: Stills from "Card Wars" 
in which Jake reveals a new 
side of himself: that he is a 
Poor sport when losing to a 
novice player at his favorite 
role-playing board game. This 
episode was Storyboarded by 
Sonwilay Xayaphone and 

ert Youn. 


IDEAS TO SCREEN 


An episode idea is written into a one-page outline with three 
acts and specific story beats by the writers. A storyboard 


artist takes the outline, formulates ideas to further flesh D ADVENTURE TIME 
out the story (A), then begins to create rough thumbnail 
storyboards (B). The completed rough boards are pitched to $c. Pnl. 


the rest of the crew, revised, and repitched until approved. 
The rough storyboards are then redrawn by the board artist at 
a larger size with greater detail and clarity. These are the final 
storyboards (C) that are shipped to the animation production 
studio. The animation is then produced (D) based of of 

the storyboards. 
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This spread: Notes, rough thumbnails, final 
storyboards, and frames from Cole Sanchez’s 
Portion of the episode “Bad Little Boy” 
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This spread: 
Inventive scenes from 
“James Baxter the Horse? 
This episode's backgrounds were 
designed by Santino Lascano and 
Derek Hunter; painted by Martin 
Ansolabehere, Sandra Calleros, | 

and Ron Russell; and color A 
styled by Catherine E. y | 
Simmonds. y P A 


Art director Nick Jennings on the “James Baxter 
the Horse” backgrounds: 
Somvilay Xayaphone did a lot of the storyboard for this 
episode. It was great. Very wild and creative. From an 
art direction perspective it offered a lot of chances for 
fun design and color. When it came to color styling the 
CCgegoounD??, inside of the sound tree that Finn and Jake go to, we 
— E. tried to make the whole thing feel like a '70s disco, Sort 
fessi of psychedelic band posters from the Fillmore. Lots of 
really hot colors, darkish, and moody. Also an episode 
like this, where you're going from room to room, you 
need to try and establish some way of remembering 
which room you've been in and which rooms you 
haven't. | tend to like to stylize each room with a 
thematic color. So in this episode you'll notice that each 
room is primarily one color-green, red, purple, etc. That 
way its more interesting to look at and if we return to 
the room again later in the show, it is familiar. 
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special 3-D episode 
“A Glitch Is a Glitch” 
directed by David 


"BAD TIMING“ 
is E 


` BAD TIMING ANIMTION 
BEN ADOMONAL CHARACTERS / seT-UPS # | 


Pnl, 


The episode "Bad Timing" plays through a crcular 

window frame in a sea of tiny microbes. The morobes 

play out little actions and interact with one another 

throughout the episode. The microbe anımabon was + 
done in-house at Cartoon Network Studios. Pen 

drew concept drawings for the microbes, which 


were then cleaned up into ansmabon setups inght) eier ie UU ee A 
by Adam Muto. Erik Fountain directed the n-house Lo! A ES S Esa 
crew's microbe animation, which was composted and a, oS SS 
colored by Emily Quinn, with test backgrounds by Nick d 


Jennings. Microbe animation was by Erik Fountan, Juša 
Srednicki, Dana Terrace, Emily Quinn, Aleth Romanillos, 
and Charlotte Jackson. 


BAD TIMING ANIMATION 


| + ADDMONAL CHARACTERS/ SeT-UPS #2. 


Above: The bird microbe was roughed out an Post-t I Sc. Pnl. Bg. s 


notes by Adam Muto. 


This page: 
After witnessing Princess 
Bubblegum's demonstration of 

her time-travel device, Lumpy Space 

Princess meets an old classmate Johnny, 
now a businessman. After hitting it off with 
Johnny, she becomes jealous of his business 
dinner with the princess, firebombs the castle, 
and unintentionally transports Johnny's 
head and body (separately) to the tiny 
microbe world that frames the 


entire episode. 
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This spread: A selection of image boards 
by guest director Masaaki Yuasa from the 


This spread: 
Scenes from Masaaki 
Yuasa's “Food Chain" 

episode illustrating how 
closely the image boards 
on previous spreads are 
translated into final 
¿ animation. 


Above: Fan art by Matt Houston. 


Opposite right: Fionna and 


Opposite left: A drawing Cake artwork by Caio Yo, printed 


of Pen by Kent Osborne. by Mighty Fine on a T-shirt. 


Adventure Time: The Art of Ooo 


320 


has been intertwined with its fans since the 

beginning. In a practical sense, it is the fans 
who have been tuning in to watch the show in large 
numbers, making it a commercial success. The fans 
have not been content just to watch Adventure Time 
passively, however. Crowds that show up at conven- 
tions and panels to hear the production crew speak 
have been massive, enthusiastic, and often costumed. 
Adventure Time themes have been tattooed into flesh, 
spray-painted onto walls, and written into expansive 
fan fiction. In most online art communities there are 
stashes of fan art created by amateur and professional 
artists of all sorts. The enthusiasm of the fans had ini- 
tially helped to prove the show’s potential when it was 
being pitched, and it has only grown larger since. 

It is because of the richly developed world of 
Adventure Time and all its narrative possibilities that 
the fans want more. In fact, they want to experience 
more adventures in Ooo faster than the television 
crew can possibly produce them. To satisfy this 
demand, partially, Boom! Studios publishes multiple 
spin-off comic-book titles set in Ooo with stories 
centering around different characters from the show. 
These comics build on the concepts created in the 
show and exist as their own version of the Ooo 
universe while the show itself remains cloistered as 
the official canon source of Adventure Time stories. 
Fittingly, many artists from the independent comics 
and animation scenes have been commissioned to 
Contribute alternate cover art for these titles, just as 


T he story and success of Adventure Time 
j 
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Above: Fan art by Jon Boam 
(left) and by Jon and his 
daughter Edith Boam (right). 


many of the show's artists themselves were first dis- 
covered by Pen and crew because of their indie com- 
ics activities. Some of the show's crew work on the 
comics as well: Storyboard revisionist Natasha Allegri 
wrote and drew the complete miniseries of the Fionna 
and Cake comics herself. 

As would be expected for any popular cartoon 
show, there has also been various merchandise pro- 
duced and decorated with Adventure Time designs: 
clothing, accessories, toys, and games. Fans have 
been eager consumers of these items as well. Notably, 
items such as the Poketo wallet series are decorated 
with original designs drawn by crew artists such as 
Phil Rynda and Andy Ristaino, and some of the many 
available T-shirt designs are based on sketches and 
ideas created by the show's crew. The care that has 
gone into many of these items to retain the artist's 


Ce 


ED 


W 
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unique vision and humor on each product—as op- 
posed to using only bland marketing-approved 
images—naturally sits well with fans who appreciate 
these same qualities in the show. 

The real strength of the fan-base remains their 
enthusiasm to participate in the show that they love 
through active discussion and creation of their own 
art and stories—not the merch that they collect. This 
is the fan-base that Adventure Time deserves: It is 
truly a first-wave show of the Internet generation, 
conceived by artists who have grown up connected, 
and made possible through the sharing power of the 
global network. Adventure Time the concept has 
become more than a cartoon: It has become a conduit 
through which creative people express themselves and 
a scaffold upon which they build, both in the studio 
and in the living rooms of fans everywhere. 
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Above: Poketo wallet design 
collaboration by Pen and Phil 
Rynda. Final revised artwork by 
Phil Rynda. 


Far left: “PB and J” by Seo Kim, 
created as fan art before she 
joined the crew as a storyboard 
artist, 


Near left: Personal artwork by 
Oliver Akuin. 


NAS 4" mum 


Opposite: Rough and 
final drawing designed 
to commemorate one 
hundred completed 
eleven-minute episodes 
by Andy Ristaino. The 
image contains one 
hundred characters and 
was printed on posters 
and T-shirts. 
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Thomas Herpich: I think maybe the biggest strength 
of Adventure Time, the number-one secret of its suc- 
cess, is how simple it was when it began. The struc- 
ture was so flexible that the little seedling Adventure 
Time started out as could grow in any direction, given 
enough fuel via the tender, loving care of the people 
working on it. So to me, stepping back to perceive 

the whole course of the show—I see really clearly a 
map of our journey as a crew; when we felt silly and 
excited, the characters were silly and excited; when we 
were tired, they were tired. And so as we all got more 
serious the show was able to accommodate that. And 
Ithink that's great that whatever's most important to 
Us as writers and artists at the time can be channeled 
into the show. So that even if our ideas get more seri- 
ous, for example (not that the show is 100 percent 
serious now or anything—far from it), they also, hope- 
fully, stay vital and fresh. 


Phil Rynda: Hiring this crew to work on a TV show 

is amazing. I don't know of any other TV show that 

hires people to be who they are. Funny shows are one 

thing, where you get people who are funny and you 

want them to be funny in a certain way- Adventure 

Time hires people who are really interesting artists. 
(Continued on page 328) 
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Opposite: Personal art depicting 
a massive wizard battle by 


Thomas Wellmann. 
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Right: Personal art of Marceline, 


Finn, Jake, and Tree Trunks by 


Charmaine Verhagen. 
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Left: Fan art of Marceline by Brandon 


= r AAN 
ADULD Dewt s | N Graham, as published by PictureBox 


in his personal sketchbook anthology, 


200NYNZ Walrus, in 2013 


Opposite; Fan art depicting elements 
of the “Guardians of Sunshine" episode 
by Nick Edwards. Seen here are Hunny 
Bunny, Jake, Finn throwing the bomba, 
and Sleepy Sam waiting for his turn to 
battle in the background. 


(Continued from page 325) | ( || I 

Rob Sorcher: Adventure Time is the thing I'm the \ 

most proud of in my time here. It was a huge risk—a | A : 

huge risk—for this company to take. And everyone said NA 
G ) 
ar N 


that we would be wrong, They said it was a weird little | 
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show, it wouldn't work. It was odd. They had never 

seen anything like it before. And I couldn't be prouder. 

We jumped on it, we stayed with it, and we powered 

through it. Lots of difficulties along the way. But to see 

it succeed is like, “Yeah, that's a beautiful thing.” N 
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Jesse Moynihan: A topic that comes up in conversa- 
tions I have with other people on the crew is the 
question, how long can we keep it up? How long can 
we keep it good? How will we know when it's run its 
course, and if we do know, are we willing to let it go? 
How do we make this season better than the last one? 
I walk down the street and ask myself this all the time. 
I'll be taking a break from drawing and wondering if 
this is the last season. But I've started to ask myself 
that since season four, I think. Then after each season 
I think to myself, "I think that was our best season” 
So I don't know. Maybe I'm crazy. When will I ever 

-. beableto work on a show again where I pretty much 
a have the freedom to write whatever I want? At this 
Point, almost no one is telling me not to do anything. 
I'm almost literally writing anything that comes to my 
head. It’s an incredible gift, I think. 
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Above left: Fan art of Marceline in a 
strawberry field by Enc “TsaoShin” Proctor 


Above middle; Fan art of Finn and Flame 
Princess by Jo MinJeong. 


Above right: Fan art of the Key-per by 
Tyson Murphy. 
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"ia and below right: Fan art of the Ice King and 
Finn by John Suarez, 


Below left; Fan art of Shoko (one of Finn's past-life 
ves) and her tiger by Yumi Chen. 


Above: Fan art of Finn and Jake by 
Victor Kerlow. 


Right: Fan art of Finn and Jake by 
Richie Pope and Nicole Hamilton. 
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This page: Fan art illustrations of BMO created 
with 3-D software by John Alder. In John's 

concept, BMO comes packaged with two games 
included; Guardians of Sunshine and Bug Battle. 
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Left: Cover art for Adventure Time #5 
(Cover B) by Eleanor Davis. 


Above: Cover art for Adventure Time #2 
(Cover C) by Emily Carroll. 
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Above: Cover art for Adventure Time #6 (Cover D) by 


ae Time #3 (Cover C) by Adventure Time storyboard artist Steve Wolfhard. 
Ove: Cover art for Adventure Time 


j ichael DeForge. 
Adventure Time character and prop designer Michae 
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Left: Cover art for Adventure Time #9 


Above: Cover art for Adventure Time #1 
(Cover D) by Jon Vermilyea. 


(San Diego Comic-Con International 2012 


exclusive cover) by Pen Ward. 

Above: Cover art for Adventure Time #4 

(Cover D) by Bettie Ward (*Pen's mom” as Right: Cover art for Adventure Time Summer 
it Says in the signature). 


Special 2013 (Cover B) by Phil McAndrew. 
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BOOM! COMICS 


Left: Cover art for Adventure Time #14 
(Cover D) by Ming Doyle. 


Above: Cover art for Adventure Time #11 
(Cover D) by Paul Pope. 
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Above: Cover art for Adventure Time 
Annual 3t1 (Cover B) by Adventure 

Time character and prop designer and 
storyboard revisionist Natasha Allegri. 


Right: Cover art for Adventure Time #10 
(Cover D) by Nick Edwards. 
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This spread: Personal artwork by clean-up 
artist Alex Campos. “On t 
essentially is digitally ink the roug ara 
props, and EFX that are designed by the 
character and prop designers. Daily | cet 2 
folder with rough character models and tums, 
and | use Illustrator to give them a vector- 
based line quality and thickness that matches 
the established look of the show. | also 
occasionally will make adjustments or tweaks 
in perspective or structure of the mode's : 
the show is particularly heavy. This makes it 
easier for our color stylist to do their job and 
the animation studios to animate sinc 
don't have to second-guess the design. 
Outside of the show | enjoy doing video- 
game mash-ups with various pop culture 


icons. Building up a collection of retro games 

and incorporating them into my illustrations — 
keeps me entertained. | especially like putting the: 
characters from other mediums into older, 

pixelated start-up screens, like the “Super 


ESG Adventure Time” piece, and putting video- p => 


game characters into established movie 
posters or album covers” 
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This page: Occasionally before 
beginning a new episode of 
material, lead designer Matt 
Forsythe creates Warm-up 
drawings of featured characters, 
such as these, drawn in a 
personal style. 
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This page: Storyboard revisionist 
Julia Srednicki creates Post-it 
drawings to warm-up and test 
out her pens. This also serves 

as practice for the many tiny but 
Clearly defined drawings that the 
revisionist position requires. 


Left: An unofficial promotional piece by Luke Pearson for 
)MVIEAY XAYAPH 
EPEA 


AND LUKE “Frost and Fire’ the episode featuring Flame Princess 


and Finn's falling out, co-storyboarded by Luke and 
Somvilay Xayaphone. 


Above and opposite: Unofficial promotional Pieces by 
Jesse Moynihan for the episodes “Death in Bloom” and 
"The Limit” both co-storyboarded with Cole Sanchez. 
These personal works fall outside of the official job 
requirements of a storyboard artist, but have become a 
popular habit among storyboard artists at the Cartoon 
Network Studio as another way to personally connect with 
fans. These pieces also reinforce the sense of authorship 
that storyboard artists enjoy on board-driven shows such 
as Adventure Time. 
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Left: Personal 
artwork by 
Matt Forsythe. 


Front and back 
endpaper: 
Personal artwork by 
Thomas Wellmann. 
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—Chris McDonnell, Philadelphia, April 2014 
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